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The Avalon Hill GENERAL is dedicated to the presenta 
tJon of authoritative articles on the strategy, tactics, and 
variation of Avaion Hill games of strategy. Historical articles 
are included only insomuch as they provide useful back- 
ground information on current Avalon Hitl titles. THE 
GENERAL is published by the Avalon Hill Company solely 
for the cultural edification of the serious game aficionado, in 
the hopes of improving the game owner's pr o*iciency of play 
and providing services not otherwise available to the Avalon 
Hill game buff. 

Publication is bi-monthly with mailings made close to the 
middle of January, March, May, July, September end 
November. Al* editorial and general mait should be sent to 
the Avalon Hit! Company, 45T7 Harford Bd., Baltimore, 
aryland 21214. One year (6 issuer subscriptions are £5.00, 
lease send checks or money orders only. Mot responsible for 
cash lost in transit. All subscriptions sent via third class mail. 
Airmail and First Ctess delivery must be prearranged with the 
subscription department at additional cost. No paid advertis- 
ing of any type is accepted. However, news of importance to 
the wargaming community is printed free of charge and is 
solicited. 
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For a long time nowwe've 
been aware of your desire for more quality 
games. In the past, Avalon Hill has limited 
itself to 1 or 2 wargame releases per year 
with the idea of producing the best possible 
product. This policy has been very successful 
as testimonials to the new generation of 
Avalon Hill games will attest. Both 
Richthofen's War and 1776 have been ex- 
tremely well received by both the wargami ng 
fraternity and the public at large. Yet, during 
this time we've also been sensitive to the 
desires of our devoted followers — 
personified primarily by you — the readers of 
the GENERAL. We've heard your complaints 
about the cancellation of your favorite 
games and despite what you may think, they 
have not been falling on deaf ears. The fact 
remains however, that all our discontinued 
games contained serious flaws which dic- 
tated their removal from the market. Yet, as 
many of you have pointed out, this is no 
reason to give uponthetitles' other redeem- 
ing features. It is with this thought in mind 
that we set to work redesigning some of the 
more popular games with the idea of making 
them available once again. Redesigning 
such games wasn't all that much of a 
chore — after all we had the most com- 
prehensive and expensive playtest possible 
to determine what was wrong with them — 
the actual release of the first edition. 

The real problem with the project was one 
of marketing. We didn't want to flood the 
retail market with these games because it 
was not the general public which put up the 
clamor for their re-release — it was you — the 
tried and true wargamer. The answer 
seemed simple — set up a mail order line of 
games to sell directly to readers of the 
GENERAL. And that is wat we will be doing 
effective this coming fall. 

The games designed especially for mail 
order will be sold only direct from Avalon 
Hill. Oh, there may be exceptions and oc- 
casionally a store in your area may stock 
some of the mail order games, but we won't 
be pushing them and generally speaking 
they won't be highly retailed. The Mail Order 
division however will consist of all the 
Avalon Hill games — not just those designed 
especially for Mail Order. The $1 .00 postage 
charge per game ordered will still be in effect 
but subscribers to the GENERAL will not 
have to pay any postage costs. Starting with 
this issue a $1.00 coupon will be included in 
every issue of the magazine. The coupon is 
good for $1.00 off postage costs for any 
complete game order. No more than one 
coupon can be used per game purchase, nor 
can it be used for a parts order. Don't look for 
the games in your local store because 
chances are they won't stock them. We'll 
notify you when you can place your orders 
directly with us. Naturally, because these 
games are being produced primarily for 
readers of the GENERAL, the per game press 
run will be comparatively small thus cutting 
our savings from an economy of scale view- 
point. But there will be no middle man to pay 



so prices should not rise. We haven't worked 
out the final price range yet, but will try to 
keep it to a minimum. 

The mail order line will number 5 titles in 
1 974 with moretocome in following years, it 
is unlikely whether any of the future mail 
order games will be remakes of earlier 
cancelled subjects. We've pretty much ex- 
hausted the list of those with redeeming 
qualities and future mail order titles will be 
On entirely new subject areas. There wi II be 
those who argue that we are destroying the 
"collector's item" value of cancelled games 
by reprinting them. This may be true in part, 
but note that all of the games being reissued 
will have very significant changes. They will 
not be simply a rehash of old titles. Besides 
correcting flaws in the original designs, 
these games will be different in many 
respects. They will be redesigned — not just 
edited for greater clarity. For the most part 
they are entirely new games and should not 
impair the value of the 'first editions' which 
are something else altogether, ANZIO is a 
case in point. The recent avalanche of letters 
to "bring back Anzio" as a result of Tom 
Oleson's thesis on the game in Vol. 1 0, No. 5 
only reinforced our already made decision to 
reissue the game. Tom himself was the man 
we chose to author that redesign effort. 

There are many games about which most 
wargamers agree. Panzerblitz, for example, 
is esteemed nearly universally.^nz/o, on the 
other hand, was admired greatly by only a 
relative few, but left unplayed by the majori- 
ty. The controversy surrounding Anzio was 
not so much about the game's merits, but 
whether it was worth the trouble to learn, 
and to play. Few dispute the fact that it had 
an unusually detailed and colorful map- 
board, very attractive unit counters with 
great historical accuracy and character, and 
extremely elaborate rules which are ob- 
viously the product of careful, comprehen- 
sive research, and which do achieve a high 
degree of realism. Nonetheless, even the 
game's most fanatic admirers grudgingly 
concede that the units were cu mbersome to 
set up and use, and that the rules in places 
were as confusing as a labyrinth. 

Anzio was discontinued with considerable 
reluctance, all the more so as interest in the 
game refused to die out, and in certain 
aspects it remained a high point of game 
design, whatever its drawbacks. So we 
asked ourselves if the flaws and short- 
comings of the game could be lessened, 
even eliminated, without sacrificing its 
many good points. Could it be made 
significantly easier — and more fun — to play, 
without losing realism and historical ac- 
curacy? Could it be made even more realistic, 
drawing on the advances in wargaming 
during the 5 years since it was designed? We 
believe the answer is emphatically "Yes," 
and we think you will agree. Therefore, we 
have decided to re-issue Anzio, in a com- 
pletely revised form. 
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D-DAY 
Variation & 



by Robert W. Garbisch 
with Brian Libby 

The sinister storm clouds foreshadowed an 
ominous stage setting. Occasional drizzles fell 
like gentle tears upon the silent earth. While a 
brillant moon intermittently cast an aura of 
mystery. 

A German sentry glanced up at the sky, which 
seemed to portend bad weather. It was very 
reassuring. Another quiet night and a chance to 
relax a little. Certainly no sensible man would 
dare risk an enemy landing today or even 
tomorrow. 

As the winds continued to whip up a rough 
sea, plans were formulated to hold a comman- 
ding officers' conference and subsequent map 
exercise in Rennes. Every divisional com- 
mander, along with two regimental com- 
manders, were expected to be at the Seventh 
Army meeting at 1000 hours, the 6th of June, 
1944. 

At the time, a lot remained to be done before 
that 600-mile-wide coastal gate to Europe 
would be securely barred. Preparations for the 
receipt of the Allied invasion were far from 
complete. Field Marshal von Rundstedt, 
Commander-in-Chief West, had repeatedly 
complained of the steady drain of the Western 
Army's able-bodied manpower and supplies. 
Two ingredients that were essential to build a 
strong, mobile reserve force. The continued 
military reversals on the Eastern Front and later 
those in Sicily and Italy, were gristmills of the 
Western strength. 

On paper, the 58 German Divisions oc- 
cupying France, Holland, and Belgium at the 
beginning of June 1944, did look quite im- 
pressive. Yet a closer examination of these so 
called divisions would reveal that over half this 
number consisted of weak coastal defense or 
training divisions. Of the ten Panzer and seven- 
teen Infantry divisions listed, not a single one 
was really up to full strength in either men or 
modern equipment. It had become a standard 
policy of the OKW (Oberkommando der 
Wehrmacht — Supreme Command of the 
Armed Forces) to withdraw battle worn 
divisions from the Eastern Front to this area 
for rest and rehabilitation. As soon as they were 
brought up to full fighting efficiency they were 
returned to Russia. 

Thus, on the eve of the Allied Invasion, the 
Germans were basically positioned as shown on 
map no. 1. 

As can be observed, Army Group B, under 
the command of Field Marshal Rommel, was 
expected to be the main recipient of the Allied 
firepower. Rommel's defensive policy for his 
responsible sectors was simply to make the 
beaches the front line of battle. The invading 
troops were to be engaged at once, on the very 
coast, at their beachheads. Above all, long and 
costly movements to the battlefield were to be 
avoided. Rommel was quite aware of the 
strength of the Allied superiority in the air and 
he respected their controlling power. 




Thus Rommel emphasized the fact that, "The 
enemy is at his weakest just after landing. The 
troops are unsure, and possibly even seasick. 
They are unfamiliar with the terrain. Heavy 
weapons are not yet available in sufficient 
quantity. That is the moment to strike at them 
and defeat them." (Invasion — They're Coming!, 
by Paul Carell, p. 15). 

Across the English Channel, an entirely 
different tempo was being drummed. Here, 
during extremely tense hours, a crucial decision 
had to be made. The original scheduled date for 
the Allied invasion was set to be the 5th of June. 
However, an unexpected storm had thwarted 
the initial vanguard of troops heading for 
France and all operations had to be immediately 
reversed. Several days of bad weather were 
predicted but all signs indicated that the 6th of 
June would be a relatively calm day. If placed 
ashore on the 6th, there was a good chance that 
adequate supplies and reinforcements may not 
be able to land in order to sustain the 
beachhead. The success or failure of the entire 
Operation now rested with one man. 

General Dwight D. Eisenhower, the Supreme 
Commander of Allied Expeditionary Forces, 
decided to take the gamble. The attack was 
delayed for 24 hours, D-DAY was now to be 
June 6, 1944. The place: Normandy. 

It was here, that all the strategic requirements 
indicated that a surprise attack on the tightly 
defended Norman coast between Caen and 
Cherbourg would yield the best fruits of victory. 
Removed from large concentrations of German 
troops and airfields and with good terrain for 
airborne landings, a beachhead could be con- 
solidated rapidly and greatly expanded with the 
proper influx of troops and supplies. Further- 
more, the large port of Cherbourg lay close at 
hand and thus offered ideal handling facilities 
for those additional men and material so vital 
for the life of the Allied drive. 

Defensively, the Germans were situated as 
shown on map no. 2. A common military rule- 
of-thumb practice was that a division could not 
effectively control a frontal sector much over six 
miles in length. Yet, here, each coastal defender 
was responsible for an average length of about 
twenty-five miles! The only immediate force 
available in this sector was the 21st Panzer 
Division stationed east of the Orne river. 

Around midnight, 1,688 bombers and 
transport aircraft, with 512 gliders, were carry- 
ing the officers and men of the U.S. 82nd and 
1 01st Airborne Divisions to their jump targets. 
The 82nd Airborne Division went down in the 
northern part of the landing zone. The 101st 
Airborne Division landed between Carentan 
and St. Mere Eglise. Casualties were higher than 



expected. Meanwhile the 6th British Airborne 
Division succeeded in landing their men on the 
Orne Bay, north of Caen. 

Alarm! Paratroops are landing! Confusion 
reigned in the rear areas of the 84th German 
Army Corps. At first it was undecided if these 
drops were possibly a reconnaissance or a 
commando raid. However, once additional 
reports continued to flow in from the landing 
sites it left no doubt that this was a large scale 
operation. The invasion had finally arrived! 

At that moment, there were 6,480 transports 
and landing ships crossing the Channel in 12 
lanes. Six battleships, 22 cruisers, 2 monitors, 
1 1 9 destroyers, 1 33 frigates, 80 patrol boats, 360 
MTB's and 25 flotillas of minesweepers sur- 
rounded the largest and strongest armada ever 
to be assembled. The German radar operators, 
when first picking up this vast array of naval 
shipping on their scopes, simply could not 
believe their eyes. Nothing like this had ever 
been seen before. At first it was thought that the 
equipment had malfunctioned or that some new 
form of Allied jamming device was being used. 
Not true. Each blip did represent an individual 
ship, and they were steadily drawing closer to 
the coast! 

The invasion site was divided into five beach 
sections, (see map no. 2). The first elements of 
the 1st U.S. Army, composed of the lst/Mh, and 
29th Infantry Divisions, were to land on "Utah" 
and "Omaha" beaches. The 2nd British Army 
was directed as follows: British 50th Infantry 
Division would land on "Gold" beach, the 
Canadian 3rd Infantry Division on "Juno", and 
the British 3rd Infantry Division disembarking 
on "Sword" beach. 

Many landing craft were destroyed in the 
water through artillery action and Rommel's 
underwater obstacles. Men abandoning a 
damaged or sinking landing boat had to take 
their chances with the numerous minefields, 
metal spikes and steel-girders scattered 
throughout the landing zones. Due to Rommel's 
devilish mastery in the art of erecting destructive 
obstacles, only 80%of the troops, 50% of the 
vehicles, and 25% of the equipment which the 
Allies had planned to put ashore that day, 
actually arrived. 

The rest is now military history. The Germans 
had failed to grasp the importance of this Allied 
invasion in time to conduct a proper counter to 
their attacks. As evening came to the coast of 
Normandy, American forces had established a 
beachhead some 9 miles wide and 254 miles 
deep. British forces were located between the 
Orne River and north of Ryes, 1 5 miles wide and 
6 miles deep. 

This was only the beginning! 
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THE VARIATION 

The "state of the art" (game design to the 
uninitiated among you) has progressed steadily 
and rapidly in the 13 years since D-DAY made 
its appearance on the war game scene. As such it 
is rather clear that the game lacks many of the 
"finer" niceties which the hard core has come to 
relish in recent years. As the "art" progresses 
many people tend to put down the achievements 
of the past for supposedly bigger and better 
things. Such a change came about in 1965 when 
D-DAY was revised in favor of a 17 square 
supply rule, SAC attacks, and no landings in 
Southern France. This writer is one of many 



who thinks the "improver" overstepped his 
bounds and turned an excellent game into 
merely a good one in search of additional 
realism. 

Who really is to say what constitutes realism 
in a game? Can the designer w ho authored the 
'65 D-DAY version really prove that the supply 
situation and Allied air superiority weren't 
actually accounted for in the original design in 
terms of built-in combat and movement factors? 
Design is largely a matter of scope and perspec- 
tive and the would-be innovator who plays with 
another man's creation without absolute 
knowledge of the original designer's rationale is 
only kidding himself in thinking that he is 
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building a more realistic simulation. More 
likely, he is just topping off the original fudge 
factors with his own. Who is to say that the 
commandos listed separately in the variant that 
follows were not accounted for within the 
divisional scale of the game as il now stands, and 
that to include same in a game of this scale does 
not do grave injustice to the integrity of 
divisional units? 

All of which is not to downgrade the variation 
which follows but merely to put it in its proper 
perspective. D-DAY is a simple game—easy to 
learn and easier to play. Robert Garbisch's 
variant is neither— yet it provides the hard core 
with a complex situation with many additional 
decision points and a lot of paperwork. There 
are those among you who will laud it and others 
who will dismiss it as unplayable. We merely 
hope you find it enjoyable and that it serves to 
give you pause to think back to that stormy June 
day 30 years ago when the largest amphibious 
invasion in the history of man took place. 

For many months vast stockpiles of 
supplies — guns, tanks, mortars, trucks, moun- 
tains of ammunition, fuel, and food — have been 
gathered forthis historic moment of truth. After 
many assessments of the German strength, 
including the coastal defenses and the disposi- 
tion of enemy troops, the Allied commanders 
selected the Invasion beaches that would 
challenge the mythical walls of "Festung Eu- 
ropa." 

Hundreds of thousands of soldiers had been 
especially trained in landing techniques. 
Thousands of landing craft were assembled to 
be ready at a moment's notice. The time had 
now come for the liberation of the Nazi op- 
pressed European continent. 

The date for the big push was set for June 6, 
1944. History was to record this "longest" day as 
D-DAY! 

The stage is now set and the act awaits the 
players. What follows is a set of variant rules 
that shall challenge the player oriented towards 
the ultimate in realism. 

ORDER OF BATTLE 

Allied Units: Additional units have been includ- 
ed in "Allied Units Available rn Britain." Check 
the "Readers Response" page for these new 
units. 

German Units: Revised time schedule of 
available new units. During the "Prepare for 
Play" set-up, the following units must start from 
any of the red star hexes: Infantry — 30SS, 89, 
363; Parachute— 2; Panzer— 3, 9SS, 10SS; at 
Paris — 325 Static Division (in any one city hex). 
Six additional Static Divisions may be placed 
inland as "Training" Divisions. Check the 
Readers Response page for additional new 
German units. 

STACKING LIMITS: 

Every Division has a Stack Point Value of 2 
points. Every HQ unit, Brigade, Regiment, 
and/or a Division that has been reduced to half 
or less than its original assigned Attack Factors 
has a Stack Point Value of / point. Maximum 
Stacking Points allowed per hex: Allied — 4 
points; German — 6 points. 

COMBAT RESULT TABLE: 

The Avalon Hill Tournament CRT of either 
Blitzkrieg or Guadalcanal shall be used. The 
maximum advance or retreat is dictated by the 
units normal Movement Factor. 
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Complete Fortresses: 



FORTRESSES: 

German Supply Storage of each Fortress is to 
be secretly determined and recorded as follows: 

1. Three Complete Fortresses: Complete Supply 
Reserve; Defending Units are not affected by 
the "Isolation" rules. 

2. Four Partial Fortresses: Supply Reserve of 12 
consecutive turns before "Isolation" elimina- 
tion. 

3. Remaining Fortresses: Supply Reserve of 3 
consecutive turns before "Isolation" elimina- 
tion. 

If any Fortress becomes Allied controlled, 
then the same pre-determined German Supply 
Storage, for that Fortress, still applies but now 
for the controlling Allied units. 



If units in a Fortress decide to attack out then 
it can select any one or more adjacent hexes to 
attack, and with any one or all of his units from 
the Fortress. It does not have to engage all of the 
adjacent enemy units. However, if the 
"breakout" attack results in an Attacker Retreat 
then the attacking Fortress units are 
automatically eliminated. 

MOUNTAINS: 

Costs each unit 2 MF to enter a Mountain 
hex. 

GARRISON UNITS: 

All Beach hexes or Inland Ports used to 
disembark Allied units must be garrisoned by at 



least one Combat or HQ unit of a minimum of I 
Defense Factor. 

ALLIED COMMANDO (C) AND RANGER 
(R) UNITS: 

These Special Units are not limited to the 
Invasion turns and can land on any Coastal hex 
on any turn and move 3 MF in the same turn. 
These units require no supply tine or Supply 
Units to maintain their Combat effectiveness. 
Their blocking effect on Enemy Units during 
retreats is the same as applied for AB Units. (Air 
Drop) In order to be reused the unit must be 

Continued on page 7 
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WEATHER EFFECTS; 

The 5th to 1 5th turns and the 43rd turn until 
the end of the game are automatically "Clear." 
The 22nd to 33rd turns are automatically 
"Snow." All other turns, and their Weather 
Effect are determined at the start of each Allied 
turn by referring to the Weather Table: 



Sea Storm — No Troop or Supply movement in 
or out of Ports and/ or Beach hexes. 
FOG — No Air Support or Parachute Air Drop. 
Rain & Mud — Restrict all units to only 2 MF 
and no Air Support or Parachute Air Drop. 
Snow — All 4 MF units are reduced to 3 MF and 
no Air Support or Parachute Air Drop. 





Die-roll 


1 2 ' 3 


4 


5 


« 


Game Turn: 1 & 2 


CLEAR 


Sea Storm 


FOG 


3&4 


CLEAR 


Sea Storm 


FOG 


16 id 21 


CLEAR 


100 


Sea Storm 


Rain & Mud 


34 to 42 


CLEAR 


FOG 


Sea Storm 


Rain & Mud 



GERMAN PARACHUTE "AIR DROP" 
CAPABILITY: 

The possibility of a one-rime German Air 
Drop and the maximum number of German 



Parachute Unit Attack Factors allowed is deter- 
mined by the following table in the " Prepare for 
Plav" time: 






Die-toll 


1 


2 3 


4 5 


6 


AB factors 





3 


4 1 6 


S 



SAC BOMBING: 

Allied use only, utilizing standard AH rules. 
Maximum of 2 SAC Bombings per turn and 12 
SAC Bombings per each of the two Air Time 
Periods, (note: The SAC Bombings also repre- 
sent the Tactical Fighter Attacks on German 



units not involved in the immediate front 
*'BattleIines.") 

For every "Hit" eliminate one Combat Factor 
from one of the "Bombed" German Units. The 
movement factor loss is for that turn only. 



Die-roll 


1 


2 


3 


4 


3 


6 


Unit's 
Stack 

Points 


1-2 


No Effect 


Lose 1 MF 


Lose 2 MF 


Lose 1 MF 
] Hit 


Lose 2 MF 
2 Hits 


No Effect 


14 


Lose 1 MF 


Lose 1 MF 
1 Hit 


Lose 2 MF 


Lose 2 MF 
lHlt 


Lose 2 MF 
2 Hits 


No Effect 


5-6 


Lose 1 MF 
1 Hit 


Lose 2 Ml- 
1 Hit 


Lose 1 MF 
2 Hits 


Lose 2 Ml 
2 Hits 


Immobilize 
2 Hits 


Immobilize 
3 Hits 



"FLOODING" IN HOLLAND: 

The Islands in Holland — hexes 1-16, J- 16, J- 
17, K-17 and K-18 can be subject to a flooded 
condition either separately or all at once. The 
procedure and its effects are as follows: 

1. During the "Prepare for Play" turn the 
Germans have the initial option of flooding the 
entire area or any section of it. 

2. Whichever side occupied the Island hex last, 
can declare the Island hex to be "flooded" 
during or after their turn. 



3. The Allies can attempt to flood an Island hex 
by using a SAC or TAC factor to bomb the 
protective dikes and thus eliminate, if 
successful, any excess German units oyer the 
Stack Limit set for a flooded Island hex. Any 
German losses due to flooding shall be deter- 
mined by the German player. Refer to the 
following table for the results of the Allied 
bombing: 



GERMAN POSITIONS-6 JUNE 1944 



STATIC 

QIVIS. 



16LW- 
17LW- 
1SLW- 
47- 
48- 
49- 
148- 
157- 
168- 
159- 
165- 
182- 
242 - 
243- 
244- 
245- 
265- 
26B- 
319- 
326- 
338- 
343- 
344- 
346- 
347- 
348- 
708- 
709- 
711 - 
712- 
716- 
719- 



G14 

0.28 

1.20 

M22 

L20 

M23 

RR25 

LL27 

DD42 

-Lt-44 

-J17 

- M22 
-TT29 
-S35 
-TT31 
-P26 
-X42 
-V39 
-S37" 

- M23 
-SS32 

- V43 
-N24 
-R30 
-F13 
-027 
-FF41 
-034 
-T32 
-K19 
-S32 
-H15 



INFANTRY 
DIVS. 

77 — V38 

84 — R29 

85 — 025 
91 — R34 

271 -SS36 

272 — UU39' 

275 — AA41 

276 - PP47 

277 - TT38 
331 — t-21 
352 — S33 
353- U40 






PANZER 

01VS. 

2 — P23 

9 - QQ32 

1 1 - 1140 

21 - T33 

116-T27 

LEHR — X31 



SS 



1SS — Ml 7 
2SS — Q042 
12SS— U31 
1 7SS — DD37 



PARACHUTE 
UNITS 

3-V41 

5 — X39 

6/2 — S34 



NQ 

OB WEST - U26 

B-T28 

G-RR41 

NETH - Gl 3 

1 — LL44 

7— Y34 

15-M19 

19 — RR31 



•319 Static was located on Channel Islands and took no 
pari in the war. It's combat factor was about 5-8-4. as it 
was beefed up to 40,000 men. 

"*272 INF was actuafly further south, off the map. 

— I can find na location for 189 Sialic: it may have been in 
the Pas de Caleis- 

— 9SS Panzer Dlv. (along with 10SS Panzer Div ) was in 
Poland on 6 June. Both divisions were ordered to France 
on 12 June, arriving in Normandy about 28 June. 

— 3 and 1 5 Panzefgrenadier Divs, were in Italy on 6 June. 
They were ordered to France in mid-August, and arrived 
vicinity Verdun in the last week of August. These units 
were hot SS. 

— 25 Fanzergrenadier Div. was in OKH Reserve, tt was 
committed near Saarbrucken in November. 

— ^06 Panzer Brigade, along with at least six othet similar 
units, was formed in Germany in August, and com- 
mitted m September. 

— 49 & 51SS Pan2er Brigades were in Denmark; in Sep- 
tember they were absorbed into 17SS Panzergrenadier 
Div. 

An inspection of the actual German deployment 
at the time of the invasion shows howfutiie it is to 
compare the German's set-up with any chanqe at 
victory in the game. The game, after all, was 
; designed with playbility in mind. Some may well 
argue that the existing Order of Battle is incorrect. 
Yet a closer inspection will show that units left out 
consist largely of smaller units which were ab- 
sorbed into divisional sized units in accordance 
with the scope of the game to cut down on piece 
density. Other units not included were left out 
intentionally because they were soon withdrawn 
to other fronts. Still others because they were 
balanced by units left in the game which should, 
according to history, have been pulled out. 

However, remember that D-DAY is not a strict 
historical simulation. It is a game which places you in 
command of the situation and not subject to the 
predetermined course of history. The designer has 
provided the player with what he considered the best 
representative force and trusted to his replacement 
system to avoid complex entries and withdrawals 
(such as plague4/VZ/0| to make a very playable game. 



Once an Island hex or area is flooded it 
remains so for the balance of the game and. it 
imposes the following restrictions: 

a. Stack Limit is now only one Division or 2 
Stack Points per flooded Island hex. 

b. Upon entering a flooded Island hex, the 
unit must stop until the next turn. 

c. No AB units may be "air dropped" orjL.a 
flooded Island hex at any time. 



Die -roll 


1 


2 


3 


4 


5 6 




Bomb Results: 


miss 


miss 


miss 


flooded 


Hooded Hooded 
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moved "out-to-sea" for at least 4 Complete 
Turns. If "eliminated" by the CRT, the unit 
requires at least 12 Complete Turns before it can 
be reactivated through normal replacement 
factors. 



TACTICAL AIR SUPPORT: 

To be used only in providing additional 
Attack Factors to Combat Units. TAC factors 
are nontransferable from one Time Period to 
another Time Period. The maximum limit of 
TAC factors per turn is: German — 3 TAC, 2 
TAC per Battle; Allied— 6 TAC, 3 TAC per 
Battle. 



Available TAC factors: Time Period (1st to 

21st turns)— Germans: 9 TAC; Allied: 24 TAC 

Time Period (35th to 

end of game) German: 6 TAC; Allied: 30 TAC 



NORMANDY/LE HAVRE: 

The two beaches are considered as one 
Invasion Beach area, use the allowable unit 
table of the Normandy area only. 

ALLIED HQ UNITS: 

At least one HQ unit must be brought ashore 
for every 24 Unit Stack Points. 



THE GENERAL 

ATLANTIC WALL DEFENSE: 

The Germans will be allowed to indicate any 
7(5 Coastal hexes, during the "Prepare for Play" 
turn, as "Atlantic Wall" Defense Fortification 
areas . If attacked from any Sea Coastal hex they 
will receive an added 2 Defense factors, as long 
as they are attacked from the indicated Coastal 
direction only and if occupied by at least one 
German unit of equal Defense factor value. If 
attacked from a combination of Sea & Land hex 
directions then the Defense "bonus" will not be 
applied to the defending German units. 

ALLIED NAVAL FIREPOWER: 

Naval Firepower can provide additional At- 
tack Factors to any Allied unit within 2 -land 
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hexes from a Sea Coastal hex. Such support is 
limited to 2 factors per battle and it is non- 
accumulative. Naval Firepower is not available 
during any "Sea Storm" turn. 

Available Factors for the First Invasion: 1st 
turn — 5 factors; 2nd turn — 4 factors; Balance of 
Game — 2 factors per turn. 

Available Factors for the Second Invasion: 
1st turn — 3 factors; 2nd turn— 2 factors; these 
are additional factors which are in addition 
to those granted for the balance of the game. 

REFORMING OF UNITS: 

A player can combine several understrength 
units to reform one stronger unit at anytime 
during the game. The procedure is as follows: 

1. During the Movement Phase of the player's 
turn, move the unit to be rebuilt to any City hex 
not in enemy ZOC. 

2. Subject to Stacking Limits, move the rem- 
nants of other units that are to be combined with 
the understrength unit to the same City hex. 
They can not be moved for the balance of the 
player's turn, nor can they engage in Combat. 
They can defend themselves, if need be. 

3. The Combat Factors of the remnant units are 
added to the unit that is being rebuilt, and the 
remnant units are eliminated andautomatically 
placed in the "Dead Pile." 

4. At the beginning of the following friendly 
turn, the rebuilt unit can be moved in the normal 
manner and engage in Combat at its new 
strength. 

5. Armor, Panzer, Recon, and/ or Panzer- 
Grenadier units can reform one another and 
Infantry units. Infantry can only reform into 
another Infantry unit. 

LANDING INVASION COMBAT: 

Allied units that are attacking from a Sea 
Coastal hex and suffer a "Defender Retreat" 
result shall incur the normal Combat Factor 
losses, plus the Defender Retreat factors shall 
count as additional Combat Factor losses. The 
remaining Allied units are then allowed to 
remain in the Sea Coastal hex. Adjacent Ger- 
man units are not required to counterattack the 
remaining Allied units in the Sea Coastal hex 
and may choose to remain on the defensive. 
However, if new German units are added to the 
square they must attack. 

ALLIED REINFORCEMENTS: 

Allied Units arriving on any garrisoned beach 
hex or Inland Port can move their full MF 
distance in the same turn and engage in attacks, 
if supplied. 

SUPPLY UNITS: 

Supply Units are required to support any 
attacks being made in a turn. The Germans 
have a limit of 8 Supply Units; the Allies cannot 
have more than 12 Supply Units. 

One Supply Unit can support one or two 
attacks for one turn. It can supply any number 
of attacking Combat Units within 5 hexes 
(unobstructed by enemy ZOC). It is not re- 
quired for attacks of 1-3 odds or worse, or for 
Combat Units attacking from a Fortress. The 
attacker is not allowed to place his Combat 
Units under an enemy ZOC if such movement 
would place it more than 5 hexes away from a 



Supply Unit at the end of the movement phase 
of his turn. Supply Units can arrive, move their 
full MF distance, and support an attack all in 
the same turn. Supply Units have no Combat 
Factors and no ZOC. They are removed once 
they have supported an attack, Supply Units 
cannot be air-lifted. 

USE OF PARACHUTE UNITS: (additional 
variants to the AH rules.) 

All Airborne (hereafter referred to as AB) 
must be air dropped within 5-hexes of a 
Friendly Unit and direct contact must be made 
within one complete Game Turn and/ or have an 
unobstructed Supply Line to an Inland Port or a 
friendly beach hex, in order to insure Supply. 
Otherwise, the Unit is immediately eliminated. 
AB units can effectively block all types of 
German units in retreat, from an Attack only, 
except for Panzer and/ or Panzer-Grenadier 
units of at least equal (1-1) ratio to the blocking 
AB units; i.e., a retreating Panzer unit of 5 
factors could effectively by-pass an AB unit of 4 
factors, without attacking or losing any factors. 
This applies only during the initial Air Drop 
turn. 

AB units Movement Factor is reduced to 2 
MF and no Supply Unit is required for at- 
tacking only during the Air Drop turn. 

AB units must spend at least^turns in reserve 
or out of enemy ZOC before it can be reused for 
any new Air Drop assignments. 

Supply Units may be moved adjacent to any 
enemy Combat or Supply Unit, but only in the 
turn they are to be used to support attacks. 
Supply Units can be captured by any enemy 
Combat Unit (moving over or adjacent to it) 
and the captured Supply Unit can be used to 
support attacks in the same turn. Only by 
capturing Supply Units can a player have more 
Supply Units than the above limit. Unavailable 
Supply Units are non-accumulative. Note that 
the normal Avalon Hill Allied Supply capacity 
and range limit rules are voided when this rule is 
used. 



GERMAN SPECIAL RULES: 

1. "Prepare for Play" turn: 6 Supply Units can 
be placed anywhere on the mapboard. 

2. Turns 4 to 12: / Supply Unit arrives per turn 
from any starred hex. 

3. Turns 13 to end of game: I Supply Unit 
arrives every ocW-numbered turn, except for 
during the "Snow" period. 

4. "Snow" Period: / Supply Unit arrives on 
turns 25 and 29 only. 

ALLIED SPECIAL RULES: 

1. First and Second Invasions: the initial 3 
turns are self-sufficient and no Supply Units are 
required for the attacking Combat Units used in 
the Invasion landings.. 

Thereafter, from the 4th succeeding turn on: 2 
Supply Units arrive per turn, 

2. Sea Storm: No Supply Units are allowed to 
arrive. 

3. "Snow" Period: Supply Units arrive every 
even numbered turn. 



£> 
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OR 

A WORRIED AMERICAN LOOKS AT TWO ATLANTIC WALLS 

By Donald Greenwood With Dave Roberts and Bruno Sinigaglio 



The "D-D A Y DEFENDED" article penned 
by GARY GYGAX in Volume 10, No. 1 drew 
considerable criticism from American players 
who said it just t'weren't so; i.e., that the 
German stood an even chance of victory. They 
claimed that the combination of American 
replacements and airpower was just too much 
for the German to handle in the '65 edition. We 
grudgingly agreed with their hypothesis on one 
condition — that the Germanplayers they'd been 
manhandling didn't have too much on the ball. 

To prove our point we elicited the aid of two 
staff members, Dave Roberts and Bruno 
Sinigaglio, who gave us their opening 
defenses — the same set-ups they used in copping 
top East Con tournament honors in 1972 and 
'73 respectively. Although the methods they use 
are as different as night and day, the end result is 
the same: a lot of German wins. 

Let's explore their defenses beach by beach, 
compare the relative strengths and weaknesses, 
and see if we can't open another chapter in the 
never ending play balance debate. 

For clarity's sake we will code name the 
Roberts defense "Up Tight" and the Sinigaglio 
set-up "Hard Smash." The former will be 
dealt with first. 



UP-TIGHT NORTH SEA: As is the case with all good 
German defenses the North Sea is loaded for bear. 30 
defense factors man the beaches and are backed up by a 
paratroop screen of 26 more. The presence of the 
Northern reinforcements adds additional bulk to the 
German- defense. Note the positioning of the German 
reinforcements. The three 5's and solo 3 are seemingly a 
perfect force for dealing with any airborne operations to 
the north, while allowing the remainder of German 
reinforcements to deploy to the South. The paratroop 
screen prohibits any airborne unit to enter the main battle 
on the beaches leaving the Allied player with his choice of 
three l-l's on any of the 5 defended beach squares. 
Although K.I9 is unmanned, any units moving inland will 
face a 1-2 versus the 2SS in Ostend. Not a very appealing 
prospect, but after inspecting the rest of the defense you 
may well agree that three 1 -l's on Fl 3, G 14, and H 1 5 offer 
as good a chance as any. Coupled with SAC attacks on the 
275th and J 1 7, and airborne operations against the 47th, a 
very lucky first turn could end the game quickly. 
Realistically speaking, such an attack will end the game 
soon, but more often than not, with a German win. Even 
with perfect results the Allied player will be hard pressed 
to clear Amsterdam for supply and without it this 
invasion can go nowhere. 

UP TIGHT PAS DE CALAIS: As in real life Pas De 
Calais is the most heavily defended invasion site. 
Although supply is not that big a problem here, getting 
ashore is. Only four 1-I's are possible against Ostend, 
L2I, 025 and P26, and even if successful they are 
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susceptible to German counterattacks. Barring lucky l- 
2's on the fortresses, Calais holds little opportunities for 
exploitation. 

UP TIGHT LE HAVRE: LE HAVRE is such a restricted 
invasion area that it is seldom selected as an Allied 
invasion site. Note the "sacrifice" of the 338 Static which 
can be attacked at 6-1. However, placement here instead 
of in R30 takes away the 4-1 on the 77th Inf. and the 1-1 
on the 12SS which are possible otherwise. Le Havre still 
must be attacked at 1-2. Any invasion which must rely on 
successful 1 -2's is extremely risky though, and may as well 
be forgotten. 

UP TIGHT NORMANDY: Normandy is a traditionally 
easy area to bottle up and usually doesn't require too 
heavy a defensive commitment. Dave Roberts apparently 
agrees with the theory, as he allows an uncontested 
landing in Cherbourg and Q33. With Cherbourg freely 
taken, supply is no problem. Breaking out of the 
Normandy pocket is another story however. The strong 
paratroop screen ruins any chances for effective airborne 
tactics. Even with a successful 1-1 on the 3rd Paratroop 
Division in Carentan the German is strongly entrenched 
in Bayeaux, St. Lo. and Avranehes. A Normandy 
invasion is a lost cause against this defense. 



UP TIGHT BRITTANY: Although definitely the best 
invasion site in this defense, it is still well-handled. The 
best course of attack seems to be to drop a sacrifice 
paratroop in Y40 and land two 4-4's at V40 with the other 
3 Allied units (including the Airborne) landing at U41 and 
UU42 SAC attacks should be carried out against the 2nd 
Panzer and Brest, 



If successful, the Allies will be safely ashore with plenty 
of supplies and can take L orient at their leisure. It will 
then be a case of playing the attrition game in the Rennes- 
St. Nazaire gap until the German decides to withdraw. 
However, the German forces in the West are so mobile 
that an orderly withdrawal to a strong position on the 
Seine can be carried out with little trouble either before or 
after the 2nd invasion. Should the SAC attack on Brest- 
fail, the Allies will have a tough time of it and will have to 
expend another one immediately to gain the supply 
needed for quick build-up. Even so. Brittany remains the 
best invasion site— offering an almost guaranteed 
beachhead and the type of attrition game which the Allies 
excel in. Unfortunately, it will also result in a very long 
game in which the Allies will have to break a myriad of 
doubled positions manned by the cream of the German 
army. 

UP TIGHT— BAY OF BISCAY: The Allied chances here 
seem to be best with landings of all units on HH42 and 
using SAC against ISS and 9PZ in Bordeaux. However, 
if they don't kill the unit in Bordeaux they are in serious 
trouble, because they are already at their maximum 
supply capacity. The German will have made La Rochelle 
3-1 proof, and the only way the Allies will go anywhere at 
all is with massive expenditure of their SAC attacks. 

This should eventually enable them to move out from 
HH42 and 1142, but after that it is a dim prospect. The 
Germans should hold them south of the Loire until the 
second invasion, and then with (heir beach defenses 
released, the German should be able to form an incredible 
line on the Seine. 

HARD SMASH NORTH SEA: This defense is vastly 
different from Roberts handling of the same situation but 
is every bit as effective. The beaches themselves are not 
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defended, enabling the Allies to land unopposed at H 15. 
1 16, and J 17. Yet, this generosity is not as free of avarice 
as it looks. On the second turn the invaders are faced by 
doubled positions and although a 3- 1 on the 275th can be 
achieved in co-operation with an earlier airborne opera- 
tion against OBWest not much will be gained for the 
Allies will still only have supplies for 6 divisions. A more 
viable solution is to attempt a l-l surrounded on the 2nd 
Pander with a l-l surrounded on the 271st and a [-2 on 
the 272nd with an airborne delay unit at D8 and SAC 
attacks on the 2SS and 25SS. With great luck this could 
conceivably gain enough supply to result in a quick Allied 
victory, but the law of averages decrees that more often 
the Germans will come out on top, and very quickly loo. 
Supply is just too hard to secure in the North Sea. 

HARD SMASH PAS DE CALAIS: Again, the two 
defenses differ drastically. In order to make his southern 
beaches impregnable the German has left the bare 
minimum in Calais. Invasion here is a 50-50 proposition 
and undoubtedly the best Allied option against HARD 
SMASH. Taking the four northernmost of the five 
available l-l'son the beaches and a 6-1 on the G HQunit, 
the Allied player can be firmly established ashore and well 
on his way to victory with low die rolls. Failure means the 
game is over far all practical purposes, but there can be no 
holding back. The German has made your choice for you. 
Calais must be attacked! The !2SSand 9th Panzer appear 
the most likely SAC targets. 

HARD SMASH LE HAVRE; HARD SMASH allows 
the l-l on Dieppe and Le Havre which UP TIGHT did 
not. As such, it is a much weaker defense, although the 
addition of the 6th Airborne regiment makes exploitation 
of the Allied airborne potential more difficult. Selection 
of Le Havre is a possibility but does not offer the same 
advantages of an attack at similar odds on PAS DE 
CALAIS. 
Opportunities for SAC attack are particularly poor. 

HARD SMASH NORMANDY: Again, the Sinigaglio 
defense is inferior to the UP-TIGHT placement, although 
still imposing, Not only are 1-1's possible against Caen 
and Bayeaux, but the paratroop screen is weaker and 
Carentan is ripe fora SACattack. Cherbourg is again left 
open so supply presents little problem. The best Allied 
invasion would probably consist of landings at Cher- 
bourg and Q33 with a 1-1 on Caen. Coupled with a SAC 
attack on Carentan and Argentan, a 6-1 on the 1st HQ 
and a 1-3 on the 353rd in Avranches with the airborne 
units to maximize the delay of reinforcements from 
Brittany, the Allies could be firmly ashore providing they 
win the l-l. It would then be a case of wait-and-see 
attrition until the 9th week and the 2nd invasion. 

HARD SMASH BRITTANY: Here is where the set-up 
benefits from the sacrifices made to the Northeast. An 
additional 1 3 factors are made available for the defense of 
Brittany. The result is that every beach square is contested 
with l-l attacks. It is possible to land here with lucky die 
rolls on 1-1 attacks on Brest and Lorient and SAC attacks 
on V40and U42. The point is why bothertakingthesame 
risks here in the West that you can get in Calais? Even if 
100%successful the invasion can be bottled up at the neck 
of the peninsula long enough to withdraw the bulk of 
German forces. An invasion in Brittany against this 
defense is out of the question. 

HARD SMASH-BAY OF BISCAY: Once again, the 
German concedes nothing. To get on the board you must 
make a 1-1 attack. However, if successful his chances in 
this area are much better than against the Roberts 
defense. To begin with, a 1-1 surrounded is allowed 
against the stack at 1142. If it, and the SAC attacks on 
Bordeaux and EE42 are successful, there will be little to 
oppose an Allied buildup for at least 3 turns . If the SAC 
attack fails to gain Bordeaux's supply or the l-l fails the 
invasion will be over. However, the large number of slow 
moving units placed on the Western beaches makes the 
prospect of an allied breakout quite enticing. And if the 
50%charice of failure,should cdme upthe Allies wjll have 



lost only 4 units rather than the 12+ of an effort at Calais 
(including valuable armor and parachute units). With 
pre-invasion SAC attacks to soften up the now reinforced 
2nd invasion sites, the game will still be far from over. 

OVERVIEW 

Heavy armor belongs on the beaches, either 
adjacent to where the Allies want to attack, or 
right in their way in the most desirable squares. 
They thus are invulnerable to SAC and provide 
the strongest defense with the best chance to 
survive and be able to launch an immediate 
counter-attack. Especially note the 6-6-4's in 
Dieppe. Besides being maximum economy of 
force (12 defense factors against a possible 
attack of 10 from Pas De Calais and 8 from Le 
Havre), with Q28 vacant three 6-6-4's are both 
doing double duty in tying themselves into the 
defense network of adjacent beaches. The 5-5- 
4's in Normandy in the Roberts defense are all 
maximum economy of force, equaling 10 
defense factors defending against possible at- 
tacks of 8 and 1 6 factors. Placing the 7-7-4 in 
St. Malo with 3 units of4attack factors in range 
guarantees that the German can get 3-1 and a 
soak-off against two 4-4-4's if they land on V39 
barring a SAC attack in this direction. 

Certain units have squares that soon should 
become obvious as the optimum place for them. 
Thus the 5-5's in Normandy defending against 
combinations of 4-4-4's, the 6-6-4's in the Pas 
defending against the possible 5-5-4's, the 3-3-3 
in K.18 defending against 4-4-4's (instead of, say 
in a paratroop screen in the rear where it would 
have no special merit against 3-3-3's), the 3-4-3's 
in paratroop screen positions on the northern 
positions which are hopefully so strong that he 
can't attack, and thus since he won't be there, 
you save the extra attack factor of the 4-4-3's to 
use in the south where you probably will want to 
attack. The choice of whether to place a 4-4-4 or 
4-4-3 in the various Normandy-Biscay areas is 
far from random, but based on their ability to 
attack or occupy key squares after the most 
likely initial invasion positions are reached. 

AN UNHAPPY COMPARISON 

Which defense is better? I suppose that 
depends on what you want out of your defense. 
The Sinigaglio set-up is designed to meet and 
defeat the Allies on the beaches. Any prolonged 
struggle, due to the heavy commitment on the 
Western beaches will increase the chances of an 
Allied win. Yet, the Allies have no better than a 
50% chance of a successful landing any place on 
the board. It is a gambler's dream and should 
result in an even number of Allied and German 
wins given players of equal ability. 

The Roberts defense adheres to the "fight'em 
on the beaches" principle while utilizing the 
containment theory for the westernmost 
beaches. An invasion at Brittany can not really 
be stopped, nor can one in Bay of Biscay barring 
unlucky SAC attacks. This results in a long, 
drawnout game in which the Allies must break 
one strong doubled position after another 
before he reaches Germany and victory. 

But any attempt at invasion further north is 
extremely risky. The strategic balance is better 
than in the Hard Smash defense, making a 
policy of containment more viable. 

In short, the Roberts defense holds a better 
chance for a German win, but will require a 
much longer game, regardless of the winner. 
Both defenses hold at least a 50-50 chance of a 
German win. fi~\ 
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A Compeedinaii of Playing Aides 



THE GENERAL 



by the Avalon Hill Staff* 



*Cast of Characters including: George Brad- 
ford, Don Greenwood, Richard Guida, Dan 
Hoffbauer, Richard Plock, James Pyle, Ran- 
dall Reed, Tom Oleson, and Mark Saha 

War gaming is a time-consuming pursuit; 
especially if one exercises his involvement in it 
to the hilt. It's one thing to play a 3 hour 
Midway game once a month and quite a 
different matter to be involved in a dozen play- 
by-mail games while playing regularly a gamut 
of games that may include as many as 20 titles. 
Taking 20 minutes to set up that Midway game 
may have been annoying for our once-a-month 
jock but it's downright torture for the wargame 
"junkie." 

The GENERAL will try to solve this and 
other less pressing problems of the wargamer 
within the body of what follows. Not a regular 
feature, this article encompasses all that we have 
to offer on the subject of playing aides. 

THE BOARD: 

The bane of any PBM'er is the constant 
setting up and putting away of games after just 
one move. If you play-by-mail or lack a place 
to store games overnight that you can't finish in 
one sitting then a game cabinet is a must for you. 
A game cabinet allows you to leave up to a 
dozen games set-up permanently in the same 
space usually taken by one gameboard. In 
addition, the "drawers" on which the game is set 
up can be removed and used to carry the 
gameboard from room to room without distur- 
bing a single piece. And when returned and 
secured in your game chest, the set-up is 
protected from the vicious raids of one's 
children, pets or wife. 




An example of a 7 drawer game chest which leaves 4Vi - ' 
between drawers so that the game box may also be stored inside. 



A game cabinet lends a new outlook to your 
playing. Instead of forgetting all about a par- 
ticular move after writing it up, you are tempted 
to pull it out and look over your move for fresh 
approaches every day. Such contemplation has 
made more than a few players "see the light" in a 
particular game and made better players of 
them. And of course, there are the obvious 
advantages. You no longer have to painstaking- 
ly reposition each unit every time you receive a 
move. You already have his last set-up before 
you. Moving units to their new location and 
checking the legality of the move becomes one in 
the same. The only drawback of the game 
cabinet is that most of them are designed to hold 



only the standard 28" X 22" mapboards. This 
presents difficulties when playing games such as 
Afrika Korps or Blitzkrieg which utilize the 
longer board. The problem is not insoluble 
however, and if you're willing to cut the boards 
in half along the center fold, even they can be 
laid into a standard sized cabinet with little 
difficulty. Of course, if you play more than one 
PBM contest of the same game at the same time 
or are inclined to play both face-to-face and by- 
mail the utility of a game cabinet might be 
lessened. The answer to this problem is, of 
course, the purchase of extra boards and 
counters for secondary games. 



TOP 



BOTTOM 



I 



SIDE 



T 
I 



SIDE 






r 



FRONT 



32" 



Tback 

I 



_l_ 



32" 



iv 



22" 



21" 

1 



K- 



-31" 



-H 



Game cabinets can be constructed in a variety 
of ways but generally speaking plywood is the 
least expensive material. The cabinet itself can 
be constructed from one 4 by 8 foot sheet of 'A" 
plywood. Shelves can then be constructed from 
Vi" sheets in the quantity required by the 
individual. The number of shelves usually 
ranges from 6 to 12. A project of this nature 
usually costs from $ 15.00 to S20.00 depending 
on the amount of shelves used and one's 
woodworking skills. It is a good idea to varnish 
the whole thing and to soap the strips of wood 
which provide the support for the drawers to 
prevent sticking. 

GAME TRAYS: 

A less expensive, albeit less refined, solution to 
the same problem is Tom Oleson's "game tray". 
Although less picturesque, a set of game trays 
can be made for about $4.00 and are not as 
subject to abnormal shaped boards as is the case 




The primary advantage of a game tray system is the cost and it's 
adaptability to irregular shaped boards; witness the STALING RAD, 
PANZERBLITZ, and ANZIO games In progress above. 



PBM-TDT For Richthofen's War 



££3. by James E. Pyle ^3 

Since the Target Damage Table (TDT) for 
'Richthofen's War" is based on the results of 
the throw of two dice, it would seem harder to 
convert for PBM use than the conventional 
one die tables. The opposite is true. It is very 
easy to convert to PBM use. 

First, one has to look at what the chances 
are for each two-die? throw. A 2 or 1 2 will 
each be thrown 2.78% of the time, 3 or 
1 1=5.56%, 4 or 10=8.34%, 5 or 9=1 1.12%, 6or 
8=13.90% and 7=16,68%. Rounding these off 
to wholfe per cents they become 2 or 1 2=3%, 3 
or ll=6%,4or 10=8%,5or9=ll%,6or8-14% 
and 7=17%. 

The next part is simple. If you use two dice 
in the game, you use two stocks for PBM. 
Using the last digit of the sales in hundreds, 
for two stocks there are 100 possibilities. The 
total of thewholeper cents listed above comes 
to 1 01% (nobody's perfect). So all you have to 
do is match up the 100 possible stock results 
to the 101% for dice results from 2 to 12. My 
suggestion is: 



Dice Boll; Stock Resultt 



1.1 — 2.2 — 3.3 

1.2 — 2.3 — 3,4 

1.3 - 2.4 
1,4-2,6- 

8.0 - 9.6 

1.5 -2.6 

9.1 —9.6 ■ 

1.6 — 2.7 ■ 
9.2 
1,7 



4.4 — S.3 - e,2 
- 3.5 - 4,5 — 5,4 — 6.3 - 
3,6 — 4,6 — 6,5 — 6,4 - 7,2 - 

-6,5 — 7.3 — 



3.7 — 4,7 — 5,6 ■ 
9.0 — 0,3 — 0,6 

3.8 — 4.8 — 6.7 — 6,6 — 7,4 - 

9.7 — 0,1 — 0,4 — 0.7 — 0.9 — 0,0 

2.8 — 3.9 — 4.9 — 5.8 — 6, 7 — 7,5 - 



7,0 
8,1 - 
8,2- 




9.3 - 9.8 — 0.2 — 0.5 — 0.8 
9: 1,8-2,9^3,0-4,0 — 5.9 — 

9.4 - 9,9 
10 1.9-2,0-4,1-5.1-5.0- 

II. I t xj ■ ■ Oi ( ■ Hi* """"' 3 r ^ * ^ I ~" 

12 2,1 - 3.2 - 4.3 



Once you get the results of the stock results, 
you see what dice roll they correspond to and 
use that dice roll result on the game's TDT. 
The bonus for an ace is added after you find 
what dice roll result to use. 
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PBM equipment for RICHTHOFEN'S 
WAR is available from Spartan Inter- 
national, Box 1017, Bellflower, CA /Tj\ 
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RANDOM NUMBER GENERATORS 

A It hough what folio ws may seem more suited for Popular Mechanics than the General, Dr. Plock has pro vided us with 
an amazingly detailed rundown on how the wargamer with a passing interest in electronics can apply his knowledge in a 
sparetime construction endeavor to build an interesting playing aid to complement his gaming hobby. If you have the 
know-how to wade through the sea of jargon which follows, or know someone who does — you may well he on your way to 
possessing a random number generator Richard follows with plans for both a digital machine for use with pbm tables and 
a die face device for use with games using both one and two dice. In years gone by these unique gadgets were selling for $50 
and up at wargaming conventions— when you had the good fortune of finding one at ail. 

RANDOMIZERS OR ELECTRONIC "DICE" 
by Richard J. Plock 

In order to eliminate the problems associated with rolling dice {disturbing pieces, "cocked" dice, biased dice, etc.) I have 
constructed two different styles of battery operated electronic randomizers. They both operate on the same fundamental 
principle — a circuit is so designed as ta oscillate at approxi mate! y 1 M hz (one million times per second, for yau non-technical types), 
with a pushbutton switch connecting it to a counting circuit. This counting circuit then displays the number of cycles (ortimein 
microseconds) that the pushbutton has been depressed. Since people cannot control their reflexes to even a thousandth of a 
second, the number of cycles counted yields a truly random result. The circuits are designed to give true probabilities, there are no 
false counts or invalid states. 

Thefirst design displaysthe count asthe pattern appearing on two die faces, going through each of the 36 possible configurations 
during the count. For games using only one die, the device can be made to suppress the readout of one of the faces. The second 
design generates a true digital 1 readout, with two alternative counts: a standard 1—6 count for those cases where a true die 
probability is desired, and a 0-9 count when a decimal result is wanted (e.g., when using the pbm results tables in face-to-face play) 

General Construction Information 

These devices use the readily available and inexpensive TTL integrated circuits in the dual-in-line 1 4 and \ 6 pin packages, with 
the solid state light emitting diode (LED) lamps. I have purchased these items from Poly Paks. Box 942, South Lynnfield, Mass. 
01 940. 1 do not wish to imply that Poly Paks is best or cheapest, merely that these items are avilable there if you have trouble finding 
them. The prices paid {Summer 1973) are given with each item; the latest prices and sources of supply can be found in the 
advertisements in any of the hobby electronics magazines (Popular Electronics, etc.J. The other parts (boxes, resistors, etc.) are 
available from any electronics supply store. 

The particular construction shown utilizes printed circuit techniques. While it is possible (I suppose) to build them with 
conventional wiring, the problems associated with bulk a nd soldering connections make it almost imperative to use a PC board. The 
leads on a DIP unit are in two equal rows. The pins in a row are.1' apart; the rows are .3" apart. Holes of about ,04' diameter are 
required. Should you not wish to drill holes, "P" pattern unclad and copper dad one or both sides perfboard is available. This 
pattern has .042" holes punched on a 01 " grid, and has been specifically designed for IC mounting. You can either etch a copper 
clad board, or use one of the copper tape techniques available—etching is quicker and easier. The patterns shown are for 
unpunched copper c\mi boards; use of pre-punched boards or copper tape circuits will probably require more space, although a 
similar fayout should be used. 

If you have never handled IC's and diodes before, be careful 1 Excessive heat when solder ing, excessive mechanical force on the 
leads, and excessive voltage at the wrong lead can all irreversibly damage them. Once properly mounted thBy are quite shock 
resistant, but until then should be regarded as delicate. Use a low wattage, fine tipped, pencil type soldering iron with a good grade 
of rosin core electronic solder. It is a good idea to make a final check of the soldered circuit with a magnifying glass; the spacing is 
close and solder bridges are passible. If you prefer, you ca n use IC sockets to avoid soldering the I C itself; they are rather bulky and 
will require larger boxes. 

Where substitutions are feasible, this fact has been indicated. Otherwise, stick to the exact designation shown. Many IC's have 
the same function but different lead numbers. Also note that in both cases alkaline batteries are specified. Rechargeable NiCad 
batteries maybe substituted, but not the regular cafbon-?inc ones. The current demands are too high, standard batteries will not 
meet them. Larger cell sizes (but NOT higher voltages) can be used. Under NO circumstances use a source over 6 volts; the IC's and 
LED's will burn out. 

One final point — TTL units are specified to operate at 5 volts. They will, however, perform satisfactorilYlrom4Vzto 6 volts. Below 
4Vi volts they become erfatic, but the displays will still light up. Check your batteries at the first sign of erratic behavior. 

DIE FACE RANDOMIZER 
How It Works 

This randomizer uses 14 LED's to simulate two die faces, 7 for each face. The LED's used were the small MV5080 units; they 
emit en intense red light. The heart of the unit is the SN 7492 divide by twelve IC. The logic diagram (Figure 1) shows the circuitry 
used. The numbers in circles at the sides of the IC's are the pin numbers; they are not shown in any particular order, just the most 
convenient one for my purposes. The isolated circles with letters correspond to the letters shown on the PC board. Note that some of 
[he IC's are shown in separate sections — there is only one 7404 unit {IC 1). 

Starting at the left, we have tnverters 1 and 6 from IC 1 (SN 7404 hex inverter) driving an Retiming circuit. Inverters do just 
that— the output is high if the input is low, and vice-versa. Rj,R2. Ci,and C? have been chosen to produce about 1 Mhz frequency. 
This is not critical; anything between 100 Khz and 5 Mhz should work, so the values can be varied as much as a factor or two. This 
ci rcuit produces square wave pulses at point A. Pressing the pushbutton ( SI ) feeds these pulses i nto the 7492 divide by six counter. 
This may seem confusing since the 7492 is called a divide by twelve counter, but it is built in two sections. One section isa divide by 
two counter (Input A, Output QA). the other a divide by six (I nput B. Outputs Qg. Qc- Qq), When coupled, you have a divide by 
twelve We only use the second part, the divide by six. 

TABLE 1 

LOGIC TABLE FOR IC 2 AND DIE FACE 1 



Input 


QD 


7492 
O.C 


OB 


1 


2 


3 


LED* 
4 


5 


6 


7 


Number 
Displayed 


0.6 .... 


...L 


L 


L 










. 




ON 


1 


1,7 


L 


L 


H 


ON 










ON 


ON 


3 


2,8 


,.,L 


H 


L 


ON 




ON 


ON 




ON 


ON 


5 


3. 


H 


L 


L 


ON 




ON 


ON 




ON 




4 


A 


...H 


L 


H 


ON 










ON 




2 


5 


...H 


H 


L 


ON 


ON 


ON 


ON 


ON 


ON 




6 



The sequence of the count is shown in table 1. The count is made each time the input drops from high to low. The remainder of this 
section of the circuit decodes this output into the spots on a die face; table 1 includes this result also. The die spots are numbered 1, 
2, 3 down the LHS, 4, 5, 6 down the FtHS, 7inthecenteT.Thenext item in order is the 'OR" gate— there are four in the unit; two are 
used for each die. An OR gate has a high output if any input is high, thus the unit shown has a high output if QB,QC, or QD is high. 
The inverter has been described; there remains the quad 2 -input IMAND buffer A NAMD gale has a low output if all its inputs are 
hig h; a buffer can maintain a low output state by absorbing current to a greater extent than a regular IC. They make good lamp 
drivers, but note they are designed to light lamps when the output is low. The LED's thus light up only when the corresponding 
buffer has low output. R3 through RIO (to include both dice) are current limiting resistors — they are to prevent the LED's from 
burning out. They should not be changed unless the LED's chosen are different, then different values may be required. Largerand 
brighter LED's are avai lable at greater expense; if used, appropriate resistor substitution should be made. (Special note; If you reaHy 
want to spend the money, green or yellow LED's are now available— at SI 50 each.) 

The output OD (after going through an inverter — this is for wiring convenience only) drives the second counter (IC 5), which 
operates in a similar fashion. Each time die \ displays a 4, IC 5 increases its count by one. The result gives the 36 possible 
combinations of two dice. The switch S3 can be used to cut off the power to the LED's of the second die. This means there is no 
confusion when only one die isdesired: also the battery drain is less. The LED displays form the greatest current demand of the unit; 
blanking one of them will extend battery life. 

It should be noted that random results are obtained only after pressing the pushbutton; theoutput is NOT random whenthe unit 
is first turned on. My unit invariably displays a 4. 

The construction details which follow are based upon a unit identical (or virtually so) to mine. The parts used and approximate 
prices paid are shown in table 2. For anyone who wants to make changes, a wiring diagram (Figure 2) is included; it makes the 
connections a little clearer than the logic diagram. It will also be helpful in checking the PC pattern if you draw your own. 
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with a game chest. Making a set of gametrays is 
simplicity itself. Merely cut a flat rectangle of 

> l l 



-Boardsize- 



plywood, of a thickness suitable to prevent 
flexing {!4 - 3 / a ") to the size of the board in 
question with an extra 'A" allotted around the 
perimeter. Then you take 4 strips of plywood '/ 2 " 
wide by I " high, and nail or glue them to the bed 
area. Their length depends on the length/width 
of the game board plus the margin ('/ 2 » Vi - 1"). 
These raised strips around the sides make it 
possible to stack a number of games without 
disturbing the counters (nor will any but the top 
one get dusty). Not only is this handy to store 
games, but to move them as well, in case you 
need to change tables, etc. Although game trays 
won't tend to "stick" as they can in a poorly 
constructed game cabinet they are more subject 
to accidental ravages by passers-by. 




The main drawback To the game tray system is that a secluded 
place away from other daily activity is needed to store them it they 
are not to be upset 



UNIT DIVIDERS: 

One of the biggest drawbacks of Avalon Hill 
games is their lack of "compartments" to 
separate and store different types of unit 
counters to facilitate easy set-up. The plastic 
tray of the bookcase line and the cardboard 
containers in the flat box variety just don't cut it 
in any way, shape or form. There are many 
viable solutions to the "compartmentalization" 
problem which vary sufficiently in expense and 
accessibility to meet every gamers' whim. 

The solutions vary from empty egg cartons, 
candy boxes, plastic ice-cube trays resealable 
plastic bags, and see thru fishing tackle boxes to 
the ultimate carpenter's chest of drawers. The 
problem with the first 3 mentioned items is not 
only their untidy appearance, but the fact that 
counters are subject to loss during transit from 
one location to another. Their obvious advan- 
tage is that they're free and if the former 
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objections don't stand high on your list of 
priorities they can be a useful alternative. The 
plastic bag idea has merit except that even these 
high quality products have a finite number of 
openings and closings before the inevitable wear 
and tear takes its toll. It is also a bulky system 
which is convenient to store and label. Probably 
the best solution for most is the fishing tackle 
box. Available in different sizes and prices 
ranging from under a dollar to several bucks, 
these "tackle" boxes are both pleasing to the eye, 
easily labeled, and secure against leakage. 

The main disadvantage is that these boxes 
contain, on the average, only 16 separate 
compartments. This means that for a game like 
Panzerblitz two boxes would be needed. This 
too can become a bulky storage problem if you 
want to compartmentalize more than a few 
games. We've found the ideal solution to be 
large parts storage chests used by carpenters to 
store various size nails, nuts, and bolts and 
which are available in almost any department 
store. The one pictured on these pages retailed 
for $13.00 at Montgomery Wards. They also 
have 37 drawer units for $12.00, 30 drawer units 
for $9.00 and 23 drawer sets for $7.00. It would 
appear obvious that the 60 drawer unit is the 
best buy. Each drawer is subdivided into com- 
partments which are formed by dropping clear 
plastic dividers into precut slots. Depending on 
the counters to be sorted, each drawer can be 
subdivided into 1, 2, 3 or 4 compartments. Each 
554" X 2" X 154" drawer offers a multitude of 
storage compartment sizes depending on the 
number of departments to be used and the sizes 
desired. The really industrious can fashion 
cardboard separators which will easily wedge 
into position to further subdivide a drawer into 
as many as 12 compartments. When utilized in 
this fashion, a Unit Divider of this size can be 
used to store the counters of your entire game 
collection. Ours holds the units for 12 games, 
weighs 13 lbs., stands 22" tall, a foot across and 
5Vi" deep. When doctored up like this one has 
been it not only becomes a great aid to play, but 
the perfect bookend for your "bookcase" games 
or centerpiece for your mantel. 



THE GENERAL 




A deluxe 60 drawer chest containing 240 separate com- 
partments This one utilized cannibalized game OB charts to give a 
truly professional appearance Such extravagance is not necessary 
of course but does lend a very impressive appearance to the 
gameroom of a dedicated wargamer 



CONSTRUCTION DETAILS 

The first step should be the preparation of the PC board. This board is 4" * 2Vj," copper clad on. both sides. I have supplied two 
patterns {Figures 3 A and 3B) that may be used 3s a guide for etchi ng purposes. I have tried to make them sufficiently accurate to 
permit their use as templates, or you can draw your own using them for reference. The TOP" shown on figure 3A means just that— 
this is the top side of the PC board, and all components will be mounted on this side. The letters appearing at some of the points on 
the board correspond to the letters in the wiring and logic diagrams. They also refer to connections to be made to an item not 
mou nted on the board. On the bottom side, be especially careful preparing the pattern around the LED connection holes; there is 
very tittle clearance. Make sure you have no shorts. These holes are shown in pairs because that is the way I made mine, I had 
originally planned on mounting the LEDsdirectly on the board, but changed my mind. (Each pair of holescorresponds toone LED.) If 
you draw your own and can keep track of your connections, you might space these differently. The odd-looking tabs shown at some 
of the holes on the top side are there for a purpose — when the component is mounted you need something to make a soldered 
connection to. The small holes are all .04" in diameter. The four large holes in the corners are for mounting the PC board on the box 
cover; any convenient size will do. I used .125." The easy way is to drill the PC board and box cover together; then the holes Bre sure 
to be jn register. The top side of the PC board wi II be facing the box cover. Instructions for the etching process itself come with the 
solutions — Radio Shack offers a complete kit. 

Once you have the board etched and drilled, you can mount and solder the components. Figure 4 shows the location and 
orientation of each component mounted on the board; ail are mounted on the top side. Note that the psoittve side of the diodes D1 
and D2 are towards the edge of the board- They are specified as 1 N91 4. but any smalt switchi ng diode will do. Vou will probably have 
to test them to find the positive side, (f they pass current in both directions (or neither direction), they are defective. Do not solder 
both leads of the diode at the same time; aftef doing the first let the diode cool before soldering the second. After Rl . B2. 1 . D2, CI , 
and Cp have been mounted and soldered, the capacitors C 1 and Z-, should be carefully folded down over the resistorsand diodes so 
as to take up less space. Be sure of the orientation of your IC's; Figure 5 gives the lead designation of a 1 4 pin "N" package IC. in case 
you get one that does not have a notched end. (The letter immediately after the unit specification number is the package style.) Be 
careful in mounting them, the legs (or pins)are made slightly sprung out to hold them in place. Again, do not solderall the leads of an 
IC at one time, give it a chance tocoof. Remember, some of the leads must be soldered on the top side.Tha resistors R3— Rivera 
mounted parallel and adjacent, they should just barely fit. All components should be mou nted as flat to the board as possible; the 
IC's are designed to have a small gap beneath them. 

The battery holder should be mounted inthe bottom of the box. Notethatthe batteries arathe main bulk. Using 4 Ccells requires 
a box 6" tt 3"* 214"; using D cells would require a larger box. The holder can be glued in place (I used Silicone Seal), or holesdrilled 
in the box to use small bolts. After it is mounted, the negative lead (black) should be soldered to point B on the PC board. Pass the 
wire through the hofd from the top side to give a mechanically strong bond— do this for all such connections. 

At thi s point the I id of the box{ which should be phenolic, do not use a box with an aluminum or other conductive cover) should be 
prepa red for the components to be mounted there. The actual location and sizes of holes wil I be determined by the requirements of 
the items used. The pushbutton will probably need a Va" mounting hole. It should be centered near one end; make sure it is in such a 
position that it will dear the PC board when both are mounted. Siide switches come in all shapes and sizes — 'the holesdrilled and 
slot cut (for the handle) will have to be tailor-made. Toggle switches can be used instead if you prefer; they are easier to mount. 
Again, make sure you have clearance. For the LED's, 1/16" diameter holes {NO LARGER) are needed. The positioning should be 
such that these mounting holes are approximately in register with the pairs of holes in the PC board. There should be two "H" 
patterns, each with holes about .2" apart, as shown in Figured- Overall, they should be at the opposite end from the pushbutton. 
Insert the leads of the LFO's from the top side (they are reasonably long) and cement them in place with epoxyglue, Make sure thai 
the positive lead of each LED is positioned towards the end of the box — away from the pushbutton. See Figure 3 for the lead 
determination and double check before cementing, (Use a 1 50 ohm resistor i n series with a 6 volt source — if it lights you are OK; if 
not, try reversing it. if it does not tight either way, it is defective.) 
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Exterior View of two-dice random die face 
generator 



The final connections can now be made. The pushbutton (SI) is connected to the points A and A' on the PC board; use wires of 
reasonable length, One side of one of the slide switches (S2) is connected to the positive (red) battBry holder lead. The otherside of 
this switch needs two wires, onegoes to the other slide switch (S3) and the second to the points C and Don the PC board. Note that 
there is only one hole; C is on the top side, D on the bottom. The second side of S3 is connected to poi m E on the PC board. Usingthe 
most flexible hookup wire available, cut 28 lengths and solder one end of each in one of the 28 ho'esfor the LED connection*. Be 
sure the wires are i nserted from the top side of the board. Then carefully connect each wire to the appropriate LED lead; the LED's 
should already be cemented in place- 8e extremely careful and cautious; not only must each lead be properly connected, but the 
LED's are extremefy heat sensitive- After each connection is made, it is a good idea to coat the lead and soldered connection with an 
insulating material to avoid shorts 

After the last connections are finished, the PC board is bolted to the cover with 4-40 round head machine screws and Vi" 
spacers. This must be done carefully— that bundle of 2S wires takes up room and is not very flexible. Mount the slide switches and 
pushbutton, put 4 batteries in the holder, screw on the lid, and you are in busi ness. Turn both slide switches on; there should be 
lights in both displays. Press the button and all 7 LED's in each display should come on. One switch should cut off the right hand 
display while the other cuts off both. The only patterns to appear when the button i s released should be those appropriate to a die 
face. 

The photograph shows the unit with both "dice' J (at the top) litup-a 5 on rjie 1 . a 6 on die 2. The cover screws and PC board 
mounting screws are clearly visible, as is the pushbutton. The slide switches are virtually invisible (black on black does not lead to 
good contrast), but the labels (ON in the lower left corner, a 1 and 2 in the right) show thei- '■ — ***■*» An interior view of the unit is 
also shown. ^^ % 

PARTS LIST FOR DIE FACE RANDOMIZER 

Item Description 



IC 1 

IC 2, IC 5 

IC3 

IC 4. IC 6 

L 1— L 14 

D 1, D2 

CLC2 

B1.R2 

R 3— R 10 

S 1 

S 2. S3 

B1 



SN 7404 N Hex Inverter 
SN 7492 N Divide by Twelve 
SN 7432 N Quad 2- input Positive 

OR Gate 
SN 7437 N Quad 2- input Positive 

NANO Buffer 
MV 5080 Micro Mini Visible LED 
1N914 Switching Diode 
0.01 F D*sc Capacitor 
100 ohm M watt Resistor 
1 50 ohm Vt watt Resistor 
SPST Miniature Pushbutton Switch NO 
SPST Miniature Slide Switch 
1 '/; volt Alkaline "C" Cell (4 in series] 

Plastic Battery Holder— 4 "C" Cells 
Phenolic Chassis Box {with phenolic lid) 
6" « 3" » 
PC Board Copper Clad Both Sides 

4" "2'A" un 
Miscellaneous Hardware, Wire, etc. 



Number 


Total 




Required 


Price 




1 




.35 


2 




2.20 


1 




.35 


2 




1.10 


14 




5.00 


2 




.20 


2 




.30 


2 




.30 


a 
i 




1.20 
.30 


2 




50 


4 

1 
1 




2.50 

.80 
1.60 


2J»" 

1 
lunched 




.50 
.80 




Interior View of two-dice 
random die-face generator 



Total cost of parts (less taxes, shipping, etc.) £18.00 



THE GENERAL 



Location and orientation of components on PC board 

The LED s are not mounted directly on the PC board, but are connected to the pairs of holes in the positions shown belowand a re 
all oriented as shown at the right. 



Figure 4 
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Either the U-shaped notch or 
round spot (or both; will be 
present. 




Figure 5 



Lead designation for the MV 5080 LED 



THE DIGITAL RANDOMIZER 



HOW ll Works 



This unit makes use of the MAN-4 seven segment LED readout display to show a digital readout of from to 9 inclusive; the 
operational heart is the SN 7490 decade counter. As in the case of randomizer//!, I have supplied a logic diagram (Figure 7) and a 
wiring diagram (Figure &). Read the section "How it works" under Randomizer &1 before continuing; many of the points disucssed 
there apply in this case also, and are not repeated. 

As previously, two inverters from I C 1 (SN 7404) are coupled to an RC circuit to produce square waves of about 1 Mhz at point A; 
these pulses are fed into input A of the decadecounterIC 2 |SN 7490) when the pushbutton S1 is pressed. Again the counter is built 
in two sections; this unit uses both by connecting the output QA to input B. The result is a binary-coded decimal output at the four 
terminals QA. QB, QC, and QD. When the 4PDT switch S3 is in position 1. all of the outputs of IC 2 are connected directly to the 
corresponding inputs of IC3 (SN 7448 BCD— to— 7— segment decoder/driver), giving a truedecimal count, while at the sameti me 
sections A and B of the switch ground the reset terminals of IC2. (Special note: If all that is desired is this decimal count, switch S3 
and IC 4 are unnecessary; simply make direct connections between 1 he outputs of. I C 2 a nd the inputs of IC 3, and permanently 
ground the reset terminals of IC 2.}The SN 7448 is specifically designed for the purpose of driving 7-segment displays of the MAN 4 
type — there are seven output terminals, one for each segment. Note that this I C has 16 pins; the numbering system isanalagous to 
that for a 14 pin unit. While the SN 7448 is capable of driving the display by itself (in this instance, when the outputs are high), a 
brighter light and greater contrast can be obtained with the use of the resistors R3— R9 connected to the power source. Do NOT 
change their values, as before, they are used to limit current and prevent the display from being overloaded. 

When S2 is in the position 2, the displayed count goes from 1—6. The first point to observe is that the reset-to-*eropins{#2 and 
#3) of IC 2 are no longer automatically grounded, but are instead connected to the outputs QB and QC. These reset inputsf unction in 
such a way that when either is grounded (or low), the unit counts in a normal fashion. When both simultaneously receive a high 
pulse, it resets the count to zero. (If you do your own design, be careful. There is another pair of reset pins— reset-to-nine. These 
must be permanently grounded.) Thus, when Qg and Q£ are both high for the first time in the count sequence (a BCD six), the 
counter returns to zero. Since the time required is much less than the time between counting pulses, the counts go from 0-5 
without overlap or false probabil iti es. In order to make thi s a 1 • 6 readout, the B and C i nputsof IC 3 are connected to the outputs of IC 
4 (SN 7432 2-input OR gates|; examination of the logic will show thatthese will correspond to the outputs QB and QC of IC 2 except 
when all three outputs Oyv Qr|. and Qq are low (a BCD zero), then both B and C inputs of IC 3 are made high, givinga BCD six. Thus a 
count of .zero yields a display of six, while all other counts yield a true display. 

As in the case with randomizer #1, the output will be random only after pushbutton S1 is pressed. 

Construction Details 

This will describe how to build a unit essentially identical to my prototype, however, let me urge nowthat you make one change. 
If you value your sanity, and unless you are very adept at working in small spaces, do not use the same size box (4" * 1 W)rhat I used; 
the components just barely squeeze inside after some special cuts have been made. Unless you are as stubborn as I am, I 
recommend a minimum size of 4W * Vh" * 2", preferably with a phenolic cover; learn by my headachesi 

All of the construction warnings and recommendations given for randomizer U\ apply here except for thosB associated with the 
individual LEO's and pattern on both sides of the board The pn nted circuit board is 3W * 1 7 /b", copper clad on one side Figure 9 
shows the etchi ng and drill ing pattern (bottom view). The rather odd shape is necessary to provide clearance for the box reinf orci ng. 
switches, etc. {see preceeding paragraph) The two large holes are mounting holes— all hole sizes are the same as for unit 1 , Figure 
1 shows the location and orientation of the various components, al I mounted on the top of the board. The positive lead of each 
diode is towards the center of the board (by IC 2). The MAN-4 display is not mounted directly on the board; a 1 4 pin socket is used. 
This elevates the display Yi inch, enabling it to be clearly visible while allowing clearance for wiresand IC's between the board and 
case. Note the orientation of the insertion of the MAN-4 in the socket— pins #3, #5, HI 0, and #1 1 are missing (but the location are 
still numbered). Pins 1-7 should be on the side with the 4 resistors; 8-14 on the side with 3 resistors. Again, the two capacitors 
should be carefully folded down to take up less space. Notice especially the jumper wire new to IC 3 {SN 7448). 

The battery holder is not mounted permanently in the case; it must be removable to get at all four batteries. Depending on the 
type, it may have leads of its own. or a battery cli p may be requ ired. The negative tead {black) is soldered to point B on the PC board, 
the positive (red) to one side of the switch S2- The other side of S2 is connected to point C. The short cutout in the PC board next to IC 
1 is to provide clearance for this switch. The 4 POT switch S3 is connected as follows: Section A— central lead to point K, terminal 1 
to point B, terminal 2 to point E; section 8— center to point L, terminal 1 to terminal 1 of section A, terminal 2 to point F; section C— 
center to point B. terminal 1 to point M and terminal 2 of section A, terminal 2 to point P; section D— center to point J, termi nail to 
point N and terminal 2 of section 8. terminal 2 to point ft. Note thatthese terminalsand sections are not necessarily numbered, you 
have to do your own. The cutout next to the diode D1 is to accommodate this switch. Note that these cutouts are tailored to the 
switches available to me and the box I used. As before, one side of the pushbutton is connected to A. the other side to A'. 
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We're not urging that everyone go out and 
buy a Unit Divider Chest, but if you do have 
most of our games, do play them a lot, desire an 
attractive sorting system, and are willing to 
invest several hours in setting it up you can 
hardly go wrong with a purchase like this. 

However, do not pitch blindly into the 
project. Each drawer and every compartment 
should be labeled as to its contents. If youtakea 
little time in planning your "Unit Chest" and 
exercise some artistic ability you'll fare better 
than had you plunged into it immediately. 

Come up with a color scheme that will tell you 
immediately which drawers belong to which 
games. For example, we colored all our Origins 
labels black, Midway red. Bulge white, etc. 




Panzerblitz is probably the game inmost need of a compartmen- 
tal storage system Sorting should be done by type to facilitate set- 
up for the game's many scenarios Note that the drawers are 
broken into five categories transport, armor, specialized armor, 
infantry, and artillery Each interior compartment is likewise 
labeled as to its exact contents 

Be selective as to which games you want 
included in your "Unit Chest." Some games, 
such as Gettysburg, D-Day, Stalingrad. 
Kriegspiel and the "peace games" do not really 
require compartmentalization. In fact, it actual- 
ly increases set-up time of games such as D-Day, 
Remember, units which are taken from a 
compartment have to be returned eventually. In 
most games, this is merely a matter of dropping 
the eliminated units into the proper com- 
partments each turn. In D-Day where there is no 
set OB historical unit designations, returning 
the right amount of units to the right compart- 
ment can be a real problem because there is 
nothing to cross reference each unit with as you 
return it to the box unless you sort it by type 
rather than time, which is little help to the Allied 
player. 




Not all counters should be classified by type In many games, 
such as MIDWAY, grouping of counters by the times when they 
appear on the board is preferable In this example, both battle and 
search board counters are grouped m the same compartment- 
classified by the times they appear in the game Note that the 
outside label describes what is to be found in the compartments in 
that drawer, while each compartment is also labeled as to its 
contents 

Games such as 1914, Jutland, Panzerblitz, 
Luftwaffe, Origins, and Ric fit hof en's War 
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should be sorted entirely by type. Components 
for Gettysburg, Guadalcanal, Anzio, Waterloo, 
Afrika Korps, and Bulge should be divided by 
the times and areas in which they enter play. 
Stalingrad, Midway and France '40 require a 
blending of the two systems. 

The drawback of this system is of course the 
initial expense, in terms of both time and money 
plus the fact that it is not convenient for 
traveling. 

CARDBOARD DIVIDERS: 

A cheaper, and in some ways more con- 
venient, system is available for the flat box 
games. These games, until recent production 
cutbacks, came equipped with two counter trays 
measuring 10%" long by 2 I /j" wide. Because 
there are no compartments contained within the 
trays, they are useful only to separate one side's 
pieces from the other. However, 2" » Vi" strips 
of cardboard can be inserted easily into place so 
as to form individual compartments. Once in 
place, the strips can be stapled or glued for 
permanent support. Each compartment can be 
as long or short as necessary, subject only to the 
length of the tray and number of compartments 
sought. If additional compartments are desired 
further cardboard strips can be glued in place 
lengthwise to subdivide the original com- 
partments. Once placed in the trays, the weight 
of the mapboard placed overhead will prevent 
counter leakage if not jostled to excess. 



THE GENERAL 




Every gamer can ease his unit counter storage problem by 
creating separators within the cardboard trays found intheflatbox 
games such as has been done above for Afrika Korps The weight of 
the board atop the trays serves to keep the units in place 

PBM HINTS: 

Ever been placed in the embarrassing situa- 
tion of your PBM opponent finding you guilty 
of moving a piece too far and sending your move 
back for revision? Of course, it probably wasn't 
intentional but rather was a result of moving a 
piece legally, leaving it to pay attention to 
another sector, and then returning to that area 
and moving again. Chances are you have 
probably been guilty of this in your face-to-face 
games as well, but your opponent couldn't 
prove it and so it went unnoticed. It happens, 
but it doesn't have to. Merely get into the habit 
of rotating your counter facing after every 
move. That is, always have your units facing in 
the same direction. Whenever you move a piece 



In preparing the case, let me reiterate my warning about thedifficulty of using the size I did. The mounting holes and slots for i he 
switches will depend upon the specific items used; in my unit they are in the bottom of the case, not the aluminum lid The 
pushbutton mounting hole is centered at one end as near the edge as possible, bare I y clearing the PC board. At the other end, a slot 
„8" long and , 3" wide is cut toaccommodate the MAN-4display, This slot i s in line with the pushbutton mounting hole and comes to 
within 125" of the end. On each side, .625" fro^n this end and as near the side of the box as possible, .125" holes are drilled for 
mounting the PC board. Now comes the tricky pan— most of these boxes have their corners blocked by molded reinforcing or 
regions to receive the cover screws. This must have a cutout made about Vi" from the bottom Df the box at the end by the MAN-4 
slot; this is needed to allow room for the corners of the PC board. The entire molding cannot be removed, it is needed to brace the PC 
board and to mount the lid. All lean say is that it is a cut and fit approach. They must be cut out enough to allow the top of the socket 
to reach the i nner surface of the bottom of the box (or ' top' ' of the unit) when the PC board is mounted- None of this i & required with a 
larger box with a phenolic lid; mount everything on the lid leaving clearance for these reinforcements. 

After finishing all the wiring and cutting of the box, the works are mounted. In my unit, you cannot mount one thing at a time; 
everything* must be worked into position simultaneously and cautiously In fact, my 4PDT switch is not really mounted; the fit is so 
tight I simply wedged it in place (NOT a recommended procedure). The board is held in place with 4-40 machine screws; the side 
with the components i s against the surface of the box. If possible, W spacers should be used; if they are not used the screws should 
not be tightened excessively. If care is used, the MAN -4 readout can be inserted and removed via the slot; its surface should be flush 
with or slightly above the outside of the case. Put the batteries in the holder, screw on the lid (which j ust makes n). and try it out. 
Turning on switch S2 should light up the display with eitheraOor 6, depending on the setting of S3- Pressing the button should light 
all segments (an 8). With switch S3 in position 1 r any number from 9 should appear when the button is released; in position 2. 
only 1 -6 Should appear. 

Photographs of the unit in operation (showing a 4) and of the interior are shown. It may be noticed that the PC board is a 
prepunched one. however the pattern (Figure 9) is for an unpunched board which I recommend. 



TABLE 3 
PARTS LIST FOR DIGITAL RANDOMIZER 









Number 


Total 




Item 


Description 


Required 


Price 


IC 1 




SN 7404 N Hex Inverter 


1 


.35 


IC 2 




SN 7490 N Decade Counter 


1 


1.30 


ic ; 




SN 7448 N BCD-7-segment Decoder/Driver 


1 


1.50 


IC4 




SN 7432 N Quad 2-input Positive OR Gate 


I 


.35 


MAN-4 


MAN-4 7-segment Alpha-numeric 










LED Display 


1 


4.00 


D1. 


D2 


1 N91 4 Switching Diode 


2 


.20 


CI. 


C2 


0.01 F Disc Capacitor 


2 


.30 


R1 


H2 


100 ohm Va watt Resistor 


2 


.30 


R3. 


R9 


560 ohm W wan Resistor 


7 


1.05 


S1 




SPST Miniature Pushbutton Switch NO 


1 


.30 


S2 




SPST Miniature Slide Switch 


1 


25 


S3 




4PDT Slide Switch 


1 


.40 


B1 




1 Vz volt Alkaline "AA" Cell [4 in series) 


4 


1 85 






14 pin Integrated Circuit Socket 


1 


.50 






Plastic Battery Holder— 4 "AA" Cells 


1 


.GO 






Phenolic Chassis Box {Aluminum Lid) 


1 


1.20 






4"* 214" « 1W" 










PC Board Copper Clad One Side 


1 


.50 






3%"x1'/4" 










Miscellaneous Hardware, etc. 




-55 



Exterior and 
Interior views 
of Digital 
Randomizer 



Total cost Mess taxes, shipping, etc.) S1 6.50 




DIGITAL RANDOMIZER 
CONSTRUCTION DIAGRAMS 



Figure 9 
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D1GITAL RANDOMIZER- WIRING DIAGRAM 




Figure 8 | L_ 



DIGITAL RANDOMIZER LDGIC DIAGRAM 




rotate it 180° to indicate that it has moved. By 
the time you have finished your move all pieces 
should once again be facing in the same 
direction. In this way you can always tell at a 
glance which units have and haven't moved. 



Those who do not have regular access to a 
paper with sales-in-hundreds listings for PBM 
use and don't wish to involve a third party 
necessary for use of the 1CRK system are not 
totally without hope. Such people can get along 
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quite nicely onjust one paper per opponent. The 
trick is to "anchor" the CTD being used by 
giving 4 stocks and their sales-in-hundreds 
results to your opponent while he does the same 
for you with a paper of his choosing. As a stock 
is used it is underlined on both player's paper so 
that the attacker can not use the stock again, At 
the end of the game both players exchange the 
CTD listings they used to verify the results they 
listed for their opponents attacks. This system is 
not foolproof— an unscrupulous person could 
find the CTD list you're using if he tried hard 
enough, but it is doubtful whether anyone 
would sink that low in a friendly game. 

In large metropolitan areas (or anyplace 
where opponents live within local calling dis- 
tance) where many wargamers live within close 
proximity to each other, PBM can be outmoded 
by PBP (Play by Phone). The procedure is the 
same for PBM with the exception of deter- 
mining results. Here, the attacker calls out a 
page in the local phone directory for every 
attack. 

The defender then immediately responds with 
a number from I to 20 and the words top or 
bottom. The defender then refers to the proper 
page in the phone book and looks up or down 
the right hand column the proper number of 
entries. The last digit in the phone number thus 
located is used to resolve the attack. That name 
is now checked off and can not be used for 
future attacks. The process is repeated for 
subsequent attacks. 



PBM HINTS: 

PBM gamers often go cross-eyed recording 
the grid-co-ordinates of all their units for every 
move. This problem has been rectified 
somewhat by games such as France '40 which 
print the co-ordinates on every square on that 
hex. You can do this in the older style games by 
writing in the co-ordinates for every game. 
Granted, unless you are very artistically inclined 
it tends to mess up your board. 

An alternative is to use colored pencils to 
lightly shade alternate diagonal rows. Most 
errors in grid recording are made on the 
diagonal rows and distinguishing them from 
their neighbors in this manner usually cuts 
down mistakes of this nature 90%. 

Give your opponent a break when it comes to 
selecting stocks for CTD's. Choose them from 
one section of the paper close to the date so that 
he doesn't have to clip out the whole paper and 
stuff it in an envelope. Don't use preferred 
stocks or those which regularly sell under 20 
shares daily. And surprising as it may seem to 
many— you may use Saturday CTD's by 
specifying that your opponent look up the 
weekly stock results which appear in most 
Sunday papers. However, when using this 
option your letter must be postmarked by the 
previous Thursday. 

And for those of you to whom the stock 
exchange is all that's evil in the world, there is 
always the 1CRK system. This is a computer 
printout of random numbers. Both players are 
provided with a different one and a copy of each 




is kept by a neutral third party to verify the 
results after the fact. For further info on this 
promising system we suggest you write the 
SICL, 5820 John Avenue, Long Beach, Califor- 
nia 90805. 



TIME: 

"Methinks he doth taketh too long" is a line 
from an old English play which fits well into our 
hobby. Everyone has had the misfortune of 
playing someone who takes longer to make a 
move than Grant did to fight the Wilderness 
Campaign. Quick response moves such as 
Football Strategy and Rkhthofen's War can be 
easily controlled with a stop watch or any clock 
with a second hand. This is not the answer for 
more sophisticated games with a greater 
number of variables each turn however. 




A USCF clock Pushing the button on your side stops your clock 
and starts your opponents' Chess clocks are expensive, ranging 
from S19 — S35 but are usually high quality and guaranteed 
I nquines can be directed to the USCF at 479 Broadway, Newburgh 
NY 12550 

Chess clocks are used to measure the time 
each side separately takes for his moves. In 
chess, a typical procedure is to allow 2 hours 
(per person) to make a grand total of 40 moves. 
If your flag falls before the 40 are made, you 
lose. You thus allocate your time as you please. 
For wargamers, two ways are feasible: for short 
games (e.g., Panzerblitz) decide how much time 
is to be spent, divide it (allowing for different 
numbers of units if necessary) and set the clocks 
appropriately. Say one hour on each. If your 
flag falls before the last move is made, you lose. 
(Note the flag will fall each hour— for longer 
games merely reset the clock accordingly). 



THE DICE: 

Dice (speckled cubes, messengers of fate or 
any of a dozen less fitting names) have been 
damned and praised by gamers ever since man 
made his first wager. Yet no matter how much 
we condemn them game designers always resort 
to them almost without exception. 

Whatever your feelings on the relative merits 
of luck versus skill in wargames, dice are 
unavoidable if you follow the wargaming per- 
suasion. However, substitutes can be found. 

One of the simplest and least expensive is the 
Automatic Comput-A-Dice device carried by 
Radio Shack and selling for $2.95. By pressing a 
plastic lever, two wheels start to roll. They stop 
automatically and light up a pair of dice faces on 
the TV-type window. The device operates on 2 
"AA" penlight cells. 

A host of other die-rolling gadgets can be 
found in gift and stationery shops. They range 
from a miniature revolving gambling cage to a 
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small catapult which shakes miniature dice and 
"throws" them onto a felt playing surface. Both 
are competitively priced in the $4 — $7 range. 

Other, much more sophisticated systems, are 
described at length in module form on these 
pages. Why bother you ask? Only to point out 
the unusual and innovative in most cases. 
However, there are exceptions. Most dice, 
unless they are specially made for gambling 
casinos, are "loaded" in a sense. Adjustments 
usually are not made for "carving" the pips in 
each die face. Thus, the "I" die face is heavier 
than the "6" with the result that when the other 
demands of physics are paid, the "1" die face is 
more likely to be on the bottom than the 6, thus 
exposing a 6 result. Taking such minute 
variations a step further we find individuals who 
can actually control the roll of a die. In most 
cases this is the result of not giving the die a true 
"roll" — but rather dropping or spinning it from 
a set height with a certain number facing up. 
Someone who does this consistently should be 
made to throw the die against the box so that it 
rebounds freely. The numerous mechanical 
gadgets described elsewhere in this article are 
free of any such underhanded possibilities. 

FAVORITE GAME FETISHES: 

Everybody has their favorite game which they 
play more than any other and take pride in 
having "the best set" available whether it be a 
hand-carved ivory chess set or a solid mahogany 
Monopoly game with real money! This desire to 
have the ultimate in physical quality is not 
strange to wargames either and there are many 
things the gamer can do to improve on his 
favorite game — if only to mount the CRT or 
frame it. 




The pegboard pictured above is ) ust one example of howa gamer 
with imagination and a little resourcefulness can add to the 
enjoyment of hts fsvonte game The above device is a recording aid 
for playing the Campaign Game of Rtchthofen's War 

Like unit divider schemes these special tricks 
can run the gamut from the very expensive 
electronic gadgetry to hand made knick-knacks. 
It would be impossible to list all the possibilities 
that exist but we'll cite a few of the examples 
we've seen in recent weeks. 

Owners of Vol. 9, No. 3 of the GENERAL 
(now out of print) will remember Mr. Rick 
Miller of Mansfield, Ohio who made a set of 
glass enclosed Blitzkrieg coffee tables with 
drawers especially tooled to hold the unit 
counters which he mounted on wooden cubes 
topped by miniature figurines. A much less 
expensive proposition is Mark Saha's "carrier 
deck screens" which can be made from index 
cards and serve to keep the enemy from 
knowing your plane dispositions. Randy Reed's 
Peg Board Recorder for all the planes and pilots 
available in the Campaign Game of 




The BLITZKRIEG coffee table above is just one way in which a 
wargamer with a working knowledge of carpentry can make a 
handsome collector's item for himseff Notice the carefully etched 
drawers which allow places for each individual unit used in the 
game 



Richthofen's War is not such a matter of 
expense as it is of availability. The peg board 
and pegs were cannibalized from old Choice sets 
(an Avalon Hill title better forgotten), and the 
rest was merely a matter of judicious cutting of 
spare RW pieces and a bit of press type. 

Perhaps the most practical extravaganza 
we've yet to see is the 3 dimensional Panierbiiiz 
board which does away with many of the LOS 
difficulties at a glance. Such a board should 
have 4 different levels (although the one pic- 
tured here has only 3 — slopes being treated as 
normal terrain); one each for gullies, normal 
terrain, slopes and hilltops. To make such a 
board one needs the normal Panierbiiiz board 
plus three unmounted mapsheets. The original 
mapboard makes up the gully level. Over this 



A Matrix Results Computer 

By George Bradford 

The object is to replace the die without losing any of its probability factors. This has been done by wiring G switches for the 
Attacker and 6 for the Defender to a set of 6 indication lights. Procedure in play would be as follows: The odds are determined, and 
the large dial is turned until it pointslothe proper odds surrounding it. This action movesthe bank of lightsacrossthe results screen 
by sliding it along 2 rods by means of a pulley system, to the proper column. 

At this point the Defender throws any switch of his choosing on the back of the set. Now the Attacker throws one of his 6 
switches which completes the circuit and any one of the G lights could light up. There are 36 possibilities built into the set which 
corresponds with the common die. 

The bank of lights rides close behind the glass screen on which is mou nted a negative piece of film with a II the Avalon Hill results 
printed on it, pi us a column of 1 -6 for special purposes like German supplies in Afri ka Korps. This piece of film lit could be paper) can 
be removed and replaced with the appropriate one for any game. When one of the 6 lights on it lights up only the combat result 
directly in front of it. because it is shielded so as not to allow light to escape elsewhere. 

The accompanying diagram shows the complete wiring. The use of colored wires for each circuit is recommended. 

With this system the defender also s allowed to take part in the outcome of the results, however he must not allow the attacker 
to see which switch he has thrown. The necessary elements would be; 6 small lights with sockets, Gtoggle switches, and sufficient 
knife switches to allow for 3d contacts. These fatter must be adapted to have G contacts on each switch. The dial arrangement and 
the cabinet can be buitt to your own discretion. 



COMBAT RESULTS COMPUTER 
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Ensign Guida graduated from M. I. T. with an S. B. in Electrical Engineering, an S. M. in Nuclear 
Engineering, and a tremendously comprehensive background in Computer Programing, where he 
invested two years of his time in Project MA C (Machine- A ided Congnition). During this time he had 
access to the University's Artificial Intelligence Laboratory where he did battle with a chess playing 
computer on numerous occasions. The results were in Mr. Guida's words: "reasonable"; the 
computer coming out on the short end of a 15-10 tally. Suffice it to say that Mr. Guida is an 
uncontested authority on the subject opened below. We thank him for taking time out from his duties 
at the Bettis Atomic Power Laboratory to tackle the GENERAL'S look into . . . 

THE COMPUTER AND WARGAMING 

by Richard Guida 

This article is a brief discussion of the possible roles the digital computer may play in Avalon Hill style 
wargaming. The intent of this article is to outline these roles, and discuss one example of them. 

In Avalon Hill wargames, most of the "fog" of war is neatly quantized: unit strength, movement, position, 
terrain characteristics and how they affect movement and combat, etc. Such a war simulation system should 
lend itself nicely to some type of computer interaction. Possible computer uses maybe broken into two general 
categories: direct computer command and coordination of the combat, economic or political forces involved, or 
human command with computer assistance of these forces. This article will restrict itself to consideration of 
combat forces only, although logical extension to political and economic activities should not be difficult to 
envision. 

For the first category, it is safe to say that wargamers need not worry about having their skills mastered by a 
computer. It is instructive here to consider the game of chess, and how the computer is used to act as a "human" 
opponent. Many computer programs have been developed in the last ten years which enable the computer to 
engage most human opponents and win quite regularly. The quality of play is still per haps an order of magnitude 
behind that of Bobby Fischer, however. The computer approaches the game of chess in much the same way a 
human does. In any turn, the computer considers all reasonable moves, and selects the best move from them. The 
selection process measures the merits of a particular move — e.g. .increased control of the centerof the board, 
protection of a friendly piece, attack on an enemy piece, etc.— versus the move's demerits — e.g.. loss or 
unguarding of a friendly piece, or prevention of castling capability, etc. All of these factors are •numerically 
weighted according to their relative importances, and then summed up to obtain one numerical figure for the 
"advisability" of a particular move. Obviously, the move with the highest advisability figure is the one which the 
computer will make. Equally obviously, careful thought by the computer programmer (when he prepares the 
program) m ust be given to the possible merits and demerits of any move, so that they may be properly weighted i n 
the program code. 

Another factor which is included in determining the advisability of a move is that of the move's future 
consequences. This factor is usually termed "look-ahead." When the computer is evaluating a move, it will 
hypothetically "make" the move and then attempt to determine its opponent's most likely counter-move in his 
turn. In this way, the computer can determine if its move will have immediate catastrophic or detrimental results. 
This is called one turn look-ahead. To practice two turn look-ahead, the computer must then hypothesize its next 
turn's move, as well as its opponent's response. Naturally, the further ahead the computer is able to look, the 
better it is able to foresee future catastrophic or winning results for its present move. However, the further ahead 
the computer does in fact look, the more time and effort it must expend evaluating the increased number of 
possible consequences, Infact, the additional computational time required increases approximately exponential- 
ly with each additional turn of look-ahe3d. With present technology, this makes it impossibleto accomplish more 
than about a five turn look-ahead (in most instances) for any one move. 

The dissimilarities between chess and Avalon Hill wargames will now be mentioned. First, the number of 
possible moves for a unit counter is perhaps an average of twenty times as for any chess piece, depending on the 
circumstances and game. Second, one side's turn in chess consists of moving a single piece, whereas as many as 
a hundred counters may have to be moved in a wargame turn. Third, all moves of the counters must be 
coordinated during the turn, a computational (i.e. thought) expense not incurred in the chess turn. Finally, combat 
resolution is by chance in wargames, introducing a variable which virtually destroys any hope for an effective 
look-ahead scheme due to the vast number of uncertainties introduced. All of these factors lead to the conclusion 
that the generation of an effective wargame-playing computer program is at present impossible. 

Even in chess, the computer is still no match for the trained human brain. One of the basic reasons for this is 
that the computer can make'local tactically sound moves, but has difficulty in planning an entire offensive or 
defensive operation, and making each individual tadically sound move fit into an overall plan of operation. This is 
the very property that a good human wargame player possesses. To put it simply, it is presently impossible to 
program into a computer the capacity to exercise strategic thought, precisely because strategic thought is such 
an amorphous quantity to define. 

Turning now to using a computer to assist a human player (or players), two basic uses can be identified: the 
"bookkeeping" role, and the tactical movement and battle appraisal role. The first is somewhat self explanatory, 
but offers many interesting possibilities, A computer can be used as an unerring mediator in simultaneous 
movement games, although the programming effort involved may be significant. Or it can be used as just a data 
storage and retrieval system, to assist a commander in evaluating his own or his opponent's material state, 

The more useful application of ihe computational "firepower" of the computer is in the appraisal or evaluation 
of a human commander's action. Accepting the fact that a computer cannot make strategic (or even tactical) 
decisions in a wargame due to the large number of variables and uncertainties, the proper role for the computer 
should be to assist a human commander in determining what his best tactical action and deployment may be. To 
give an example of this, consider the German initial turn defense of a beach in D-Day, for instance Pas De Calais. 
The German commander could use a computer program specifically for the task of beach defense evaluation. 
Thus, once he has selected and positioned his Pas De Calais defenses, he can request the computer to give him 
such information as: maximum odds the Allies can obtain against each beach and inland square, probability of 
capturing one or more fortresses or cities, most probable effects of Allied SAC attacks, and most probable Allied 
and German losses and positions after the first turn of the assault. These are all things for which a computer can 
easily be programmed to give the answers, and will require relatively little computational effort. It can be argued 
that this problem is in fact so simple that computer assistance is not needed, that the German commander should 
be able to do these evaluations by himself. Considering that there are seven beaches, and everytimethe German 
commander shifts units in any way to improve his defenses, a new analysis is necessitated, it can be seen that the 
computational effort involved is not minor. By programming a computer to do the "nitty-gritty" evaluation work, 
the German commander ensures that no arithmetic errors are made, and that he will have more time to apply to 
the problems of overall strategy and coordination. 

It is difficult to address in general terms many of the concepts this article attempts to present. The best way to 
grasp these concepts is to actually (personally) go to a computer and try to "interface" it to A.H. wargames, Of 
course, most wargamers do not have a computer or the training to use one. Many universities do have 
wargaming clubs and computers available for use by their members, however, so it is hoped that these comments 
may be of some use to the members of these clubs, and of some interest to the general wargamer. /*~\ 




PANZERBUTZ buffs would love a 3-dimensional board such as 
this which all but eliminates at a glance most Line-of-Sight 
problems 

you paste a layer of "sandwich" board or Vi" 
styroroam, using a razor to cut out the gully 
hexes. The process is repeated over the 2nd 
layer — this time removing the non-s!ope and 
hilltop hexes, and one more time for the 
hilltops, removing the slope hexes. 




Miniature tanks, soldiers, guns, etc of the GHO variety can easily 
be substituted for unit counters in t his system if you re so inclined 

The result is a 3 dimensional board over 
which you can continue to employ unit counters 
as usual or substitute miniature figures such as 
GHQ micro-armor. The cost of the styrofoam 
usually runs about S2.00 for a 30" * 40" sheet. 




A trick to promote realism in MIDWAY \s this battle board divider 
which keeps your carrier decks hidden until the enemy is actually 
overhead 
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The unmounted mapsheets are almost impossi- 
ble to come by. However, if we've whetted your 
appetite unfairly in this article we'll provide the 
answer. For the next month only, we'll honor 
requests for unmounted Panzerblltz mapsheets 
for S3.00 a sett"R.ernember„ it will take at least 2 
sets, and preferably 3 to construct your board. If 
interested, make your check payable to Avalon 
Hill Company and mark it to the attention of 
Donald Greenwood. 

MOOD MUSIC: 

Yes, even music comes under the heading of 
"playing aids." Although this isn't exactly the 
type of thing that turns us on, we've met 
individuals who claim they just don't feel right 
playing a wargame without appropriate martial 
music in the background. Far be it from us to 
knock others so we thought we'd tell you about 
two such records available from OAK.LEAF 
VENTURES at their Box 286, East Orange, NJ 
07019 address. Their two offerings in the field 
are, quite predictably titled, LUFTWAFFEand 
WEHRMACHT. Both sell for $5.95 postpaid 
and are quality 33 1/3 RPM albums containing 
numerous war songs, victory marches, speeches, 
and radio commentary on the Third Reich. Of 
course this company is not alone in the field but 
merely one organization whose product we've 
heard and can recommend. Each to their own. 

MORE: 

Naval nuts will love the electronic search 
boards of Kurt Nordquest (Jutland) and 
Richard Plock (Midway) which enables players 
to search for their adversaries without giving 
away their own position. Such devices are 
expensive and require a great amount of skill to 
construct. For lack of space we fail to comment 
further on them here but if sufficient interest is 
shown by the readership we will present them 
extensively in later editions. 

MISCELLANEOUS: 

Simple adjustments to unit counters 
themselves can also be an aid to play. Color 
coding the sides of units in games such as 
Blitzkrieg and Waterloo does much to avoid the 
constant sorting through stacks of units to 
determine their make-up and strength. For 
example: in Warertociaredsidecoulddenotea4 
factor unit; blue — a 3 factor unit; green — two 
factors. Thus, the PAA player could tell at a 
glance that a stack showing 2 green sides, I blue 
side, and one red side consists of factors without 
having to actually handle the stack and risk 
knocking over its neighbor. 

••••• 

The Competition Viewpoint 

by Dan Hoffbauer 
In the typical Avalon Hill battle game, the 
time required to play a complete match is "2-5 
hours." Most AH gamers will scoff at this, 
claiming that it is not possible to play a full game 
of Bulge, say, in four hours. There is a very 
legitimate basis for this complaint upon ex- 
amination of the normal AH player's gaming 
habits. 

The average move in the middle of a Bulge 
game will take between 15 and 45 minutes per 
side. This time is taken up in making a decision 
on where each unit should move, on retracing 
the moves some units have taken when the 
player changes his mind, on rules arguments, 
and on combat resolution. 



There is a way to beat this snail's pace. Place a 
time limit on each move . This can be very simply 
done with the additions of a few simple rules of 
conduct. 

First, place a limit on movement time. This 
can be done, either with a limit on each 
individual move, or a limit on the entire game. 
In the first instance, the normal procedure is to 
use a stop watch or a watch with a second hand 
on it. The player not moving keeps the time and 
gives the other player a 30-second warning when 
time is running out. In the latter method, a chess 
clock must be used, with the moving player 
taking up as much or as little time per move as 
he desires. However, once the total time runs 
out, that player cannot move again. 

For either method, the time limits do not 
include resolution of combat. However, a player 
cannot take more than 15 seconds to declare the 
units and the odds for each particular battle. 
Once the die is rolled, the defender is given only 
three seconds per square to retreat or advance 
any units, as is the attacker. 

The most important stipulation in movement 
by time limit is the "touch" movement system. 
Simply put, you cannot move a unit again once 
you have touched it and then touched another 
unit. If you want to remove a unit, it must be 
done before moving any other unit and it must 
be within that unit's movement capability to 
retrace its step. You cannot "call a move back" 
under this system. This requirement alone 
forces each player into snap decisions under 
pressure. Incredible blunders are made possible 
which are not possible under so-called "normal" 
playing conditions. 




The lime element is an important consideration in competitive 
gaming— especially as conducted by the SICL. Note the time clock 
being used by the neutral judge. 

For instance, if a player does not allocate his 
time carefully during a move, many units will 
remain where they are. I have seen spectacular 
breakthroughs remain unexploited because the 
player did not allow enough time to move his 
most important units. Gaps open in the front, 
through which a quick player will be able to 
penetrate and turn a game completely around. 

It is not possible to be a "computer gamer" 
when using a time limit. Those players who, 
given enough time, can make the perfect move, 
with each factor used to maximum extent, will 
be unable to exist in an atmosphere of fly-by- 
your-pants and snap decisions based upon 
quickly grasping the essentials of the situation. 
The superior tactician can usually prevail in a 
pressure situation. The so-called "idiot factor" 
can be brought into games without the use of an 
artificial rule. The better player will be able to 
make less mistakes. It is often the opinion of 
wargamers that nothing less than perfection will 
do in a move. Under a time-limit system, 
perfection is well-nigh impossible. The side with 
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the fewer and the less serious mistakes will win. 
This requires concentration, perception, and an 
ordering of priorities to make sure that the 
essential moves are made. Planning in advance 
is also a necessity, since you just do not havethe 
time to think about your moves when it is your 
turn. You must already know where you want to 
go and what you want to do before you do it. 
Otherwise you'll end up with half your pieces 
touched. 

In tournament play, as run by Spartan 
International, time limits under either method 
are used. Tournament umpires are present, to 
provide rules interpretation services in the case 
of very large tournaments, or to actively super- 
vise, keep time, figure odds, roll the die, and 
handle all functions which do not require the 
decision of one of the players. This "formal" 
approach is very effective in keeping games 
moving and in equalizing players who do not 
know each other and are unfamiliar with each 
other's methods of play. A common set of face- 
to-face procedures under which people can 
game are a necessity as the competition in this 
field expands and as money prizes become more 
common and more significant. 

It's not hard to get used to time-limit play, 
and once they're used to it, some find that they 
prefer a fast-moving, hard-hitting contest to a 
slow, dragging social gathering. 

Spartan I nternat io nal has f ull det ails on time 
limit tournament play through its Box 1017, 
Bellflower, California 90706 address, . Face-to- 
face tournament regulation booklets cost $1 .00. 

••••• 

Payability & Practicality— A Starter's Guide 

By Mark Sana 

What's the fastest set-up time game in the 
entire Avalon-Hill catalogue? Think about it. 
Well? The answer may surprise you, but in my 
book the full tournament version ANZIO is a 
top contender. There are so few pieces on the 
board at game opening — and in preordained 
positions — that you can plunk them down in 
seconds and "get on with it," especially if you're 
willing to spend a pleasant hour or so on a rainy 
afternoon putting the game in maximum 
"playability" condition. Much of what 1 have to 
say about ANZIO applies to the other games in 
your collection too, so that's what this little 
piece is about — simple, practical steps to im- 
proving physical playability. But I mentioned 
A NZIO first, so let's start with that. 

The next time you're around a stationery 
store, or the art department of your local college 
book store, stop and pick up a large piece of 
poster board. You'll also need a ruler, pencil, 
and razor blade but probably already have 
these. Of course, you knew there must be a catch 
when I nominated ANZIO — but really it's only 
a small catch. What you do is mounteachof your 
Game II Order of Appearance cards on separate 
pieces of poster board; cut the poster board to 
allow ample margin and you won't even have to 
use paste to mount the O/ A cards — cellophane 
tape, especially library tape, will do just fine. 
Now you can pick up the 0/ A cards and carry 
them around with pieces on them; more impor- 
tantly, you can leave them set up — they can be 
easily stored under your bed, on the top of a 
bookcase, in a carefully prepared back space in 
a closet, etc. When you do feel like a game, they 
can be taken out and the board set up in 
seconds. 
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Now, I realize a lot of you nit-pickers out 
there are going to start yelling "foul"! Once 
you've agreed to leave the O/ A cards set up, you 
want to argue, GETTYSBURG or 
GUADALCANAL become the fastest set-up 
time games. Well, you've missed my second 
point, which is practicality. Since those two 
games don't have many pieces in the first place, 
set-up isn't really a problem — not even O/ A set- 
up. So there's really not much point to keeping a 
lot of mounted O/A cards for various games 
stacked around your room. Just ANZIO and, if 
you happen to be a nut on it, 1914. 

But I'm not finished with ANZIO yet. While 
you're at the stationery store, pick up a set of 
oversized 4" « 6" index cards. These can be used 
to make an O/A card each for the Republican 
and Monarchist armies, and these O/ As can be 
mounted on the same poster board as their 
parent allies. The remaining Italian units (that 
start on the game board) are simply stored in the 
game box with your forts and fortifications. 
First, however, let's make sure you'll never get 
your Italian units confused: write "R" on the 
back of every Republican, "M" on the back of a 
Monarchist, and "G" on the 185th German 
sympathizer. Write the set-up hex number on 
the back of the remaining Italians . . . and now 
you can always tell which side an Italian is on by 
simply flipping it over. (While you're at this, you 
may as well write "S" on the back of theGerman 
substitute counters.) 

There is one final use for the remainder of 
your oversized index cards, and you'll find them 
useful in this regard in play of many other A-H 
games. Any highly specialized or "out of the 
way" rules that you have trouble with can be 
neatly typed out on separate cards, and keeping 
these handy in a stack will do away with the need 
to go constantly flipping through the rules 
book. For instance, if you use the optional 
"Retreat Through ZOC" rule {ANZIO Battle 
Manual, page 1 1) you really should type out the 
rule and chart on a separate card. The same 
holds for many of the Order of Appearance 
rules on pages eight and nine (unless you prefer 
to Xerox these two facing pages and cut them 
out for handy reference). 

If you're one of the (apparently) fortunate few 
who happen to own a copy of ANZIO but really 
haven't gotten into the game, you owe it to 
yourself to give these suggestions a try. You 
have to play the tournament version at least a 
couple of times to appreciate how good and 
playable it actually is (the mini-games are quite 
satisfactory, if your time is limited. Also, Game 
III "openings" make for excellent solitary; 
invade different areas to test Italian reaction 
and see whether the Germans can stabilize the 
situation) — but most people seem to be put off 
by the sheer mass and apparent complexity of 
set-up and clerical duties. Try these suggestions, 
and you'll find you can play the game as often as 
you like with little or no such effort. And, since 
most of the pieces remain on the O/A cards at 
all times, putting the set away after a game is no 
bother either. 

GUADALCANAL is another game where 
playability can be improved immensely, and 
with even less effort. First, write the range of 
each artillery unit on the back of the piece — and 
you need never refer to that chart on page 10 of 
the Battle Manual again. Next, take the manual 
to your local Xerox operator and have copies 
made of the Artillery Firing Table, Units of Fire 



Replenishment Table, and Psychological 
Effects Table. Cut these copies out, mount them 
on pieces of poster board (again, cellophane 
tape is fine), and keep them handy on the table 
at gametime. Also, you may find it convenient 
to write "P" next to every turn on the Time 
Record Card in which Psychological Effects are 
rolled. Finally, you should write "1st" on the 
back of each unit of the 1st Marine Division, for 
the withdrawal rule on them — but write it in the 
corner and circle it, to distinguish this from 
artillery range. 

Keeping track of hidden units in 
GUADALCANAL is rarely a problem, and 
most Jap players prefer their own systems. But 
here, again, I find the oversized index cards 
quite handy. A ruler is a handy tool in deter- 
mining correct grid-hex numbers; then, write 
this number on an index card and place the unit 
on the card just above that rujmber. When all 
hidden units are in place (and there usually 
aren't many, except before the one big Jap 
offensive) simply cover the index card with a 
second one. This way you can glance under the 
card and recheck your positions even during 
your opponent's move. When you change your 
own positions, simply mark out one grid- 
number and write in the new one; and change 
cards when things start getting cluttered. 

By now you should start getting the idea of 
"playability & practicality"; basically, all it 
means is that you don't have to accept the 
playability value of the game-as-published and 
you don't have to be willing to put in the 
considerable time and effort that professional 
"game nuts" devote to construction of elaborate 
physical game storage and play systems. Just a 
little common sense and improvisation and a 
pleasant rainy afternoon can streamline your 
game collection according to your own specific 
needs and problems. For a closer look, here are 
a few final items: 

WATERLOO; write "G" on the back of 
French forces that start at Gosselies, and "M" 
on those at Marchienne. Write "Q" and "N" on 
the Anglo forces starting at Quatre Bras and 
Nivelles; number the arrival times of other 
forces "1" through "8" on the O/A card, and 
write the corresponding number on the back of 
the appropriate units. You may wish to use "8" 
and "8A" for June 18th arrivals to distinguish 
Anglo and Prussian units. Leave the rest of the 
counters of both sides blank. Now, it is a simple 
matter at the start of a game to invert your 
counters as you dump them from the game tray 
and sort them for arrival and deployment, or 
better yet— divide your gametray into the 
proper compartments. 

MIDWA Y; although the Midway Reduction 
Table is used only once or twice in a game, it's 
usually used . A nd t he U . S. A. play er may get the 
hint if you start scrambling for the Battle 
Manual to study the odds. Simply Xerox two 
copies of the table, cut them out, and tape them 
to the Search Board Screen with the rest of the 
charts. 

PANZERBLITZ; if you're just learning the 
game, it's almost mandatory to type out on three 
separate cards the rules for the three different 
types of attack; also, on separate cards, 
whatever other facto ring or t errain rules t hat are 
a particular problem with you. After a few 
games these rules become second nature and 
you can throw the cards away (or help start 
another new player with them), but until then 
they'll accelerate your first few games con- 
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siderably by placing at your fingertips informa- 
tion you'd otherwise be scrambling through the 
rules for during every move. 

Obviously, this article is intended mostly for 
those just getting started in gaming — or who 
have been "put off by a game that seemed just 
too much trouble to play. However, even if you 
don't happen to own any of the games discussed 
here, the basic principles I've offered can be used 
in making the games you do have more 
playable. If you own a game that you like but 
don't play as often as you'd really want, mostly 
because it seems to take so long to set up or 
because play for some reason seems sluggish 
and too much work, something can probably be 
done. It doesn't mean the game was badly 
designed; more often, as with ANZIO and 
GUADALCANAL, it's a matter of packaging 
and economics . . . information has to be com- 
pressed into the most efficient form for printing 
and distribution purposes. But that doesn't 
mean you have to live with these realities once 
you sit down at the gameboard — especially if 
you like the game and plan to keep it a few years. 
D-DAY: Designate the late arriving German 
units with a star on the back so you don't have to 
look up which units start on the replacements 
stars every time. While you're at it — number the 
backs of the Allied units according to the turns 
they're available. 

AFRIKA KORPS, BULGE, MIDWAY, 
BLITZKRIEG: As was the case with Waterloo, 
you can decrease your set-up time greatly by 
noting on the back of the unit when it becomes 
available and where. A simple "7" on a 
Blitzkrieg unit suffices to say that this unit is not 
available until the 7th turn. A red "I" on the 
backs of the 1 5th Panzer units serves to let you 
know that it is part of the Germans 1st 
reinforcement levy in May. Similar numbering 
systems for the other games do much to reduce 
playing times. /pk 



PBM EQUIPMENT 

Tired of playing solitaire or humiliating 
the same opponent day after day? You may 
be good in your game room but what can 
you do against a good player from another 
part of the country? There's only one way 
to find out — play them by mail! PBM is an 
easy-to-learn and convenient-to-use system of 
playing fellow gamers across the nation. A 
special CRT and combat resolution system 
makes it impossible to cheat! PBM is an 
entirely different experience from face-to- 
face play. It has made better gamers of 
many who have tried it, and all those who 
have mastered it. PBM is the only way to 
participate in the many national tourna- 
ments held regularly for Avalon Hill games. 

Each kit sells for $4.50 postpaid and 
includes enough materials to play virtually 
dozens of games, including addendum sheets 
which list official grid-coordinates for those 
games not already possessing them and 
special charts and CRT's for postal play. 

Kits are available for the following games: 

* AFRIKA KORPS * KRIEGSPIEL 

* BLITZKRIEG * LUFTWAFFE 

* BULGE * 1914 

* D-DAY * PANZERBLITZ 

* GETTYSBURG * STALINGRAD 

* GUADALCANAL * WATERLOO 
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SERIES REPLAY 
PANZERBLITZ 



(Situation No. 6 Revised) 
Russian— Richard Plock 
German— Robert Livermore 
Judge: Roy Easton 




German 1 sf turn: The Russian set-up is line except that the SMG's 
should have been mounted on the farthest-forward tanks. The 
German halftracks are well placed, especially 446— but there is no 
need to keep the German armor so far in the rear. 



Situation 6, replayed here, involves a German 
mobile defense and victory is most often achiev- 
ed by the player making the fewest mistakes. In 
this particular game, the Russian player lost 
because he refused to risk his units in situations 
where they might have broke the German line or 
died, depending on the roll of the die. Thus we 
have the direct opposite to the AFRIKA 
KORPS game featured two issues ago in which 
the players let the die decide the game. This 
commander demanded situations in which he 
was sure of the result — and as a result he did not 
win. The German player, for his part, lost a 
victory because he refused to sacrifice blocking 
units on two key squares and did not use all of 
his available units in the final battle. 
Options and rule interpretations used: 

The indirect fire (regular version) and real- 
space line of sight determination were the only 
listed options used. In addition, while the game 
was played face-to-face, the play -by-mail rules 
and combat results table were used (using a 
decimal randomizer). Thus, the effect of fire was 
not known until after movement. Finally, the 
folio wing interpret at ions (not specified by A-H) 
were agreed upon: Initial setup — Russian: Ten 
hexes to be full hexes; Russian may set up on 
hexes through row W inclusive. Indirect fire: 
The CP may direct fire and load on the same 
move. 

The neutral commentary for each move is 
provided after the Russian comments in the 
shaded area. 

Each diagram shows the current German 
move and the Russian preceding mo ve sin ce it is 
the German's withdrawals which control the 
tempo of the game. 

Russian Comments Move: Setup 

1 feel the German has a slight advantage in 
this situation, but only a marginal one. If I 
(Russian) can reach the end of board no. 1 by 
the end of move no. 5 without losing any 
significant number of units OR I can reach there 
on turn no. 6 AND have significantly weakened 
the German (especially in mobility), I have a 
good chance. I must actually be leaving the 
board (i.e., on row A or B) at this time. Any 
earlier, and 1 should win easily; later and I have 
no chance. 

I want my heavy tanks to be free to expose 
themselves to enemy fire without giving my 
opponent easy victories, hence they will not 
carry passengers (which would have a defense of 
1). If 1 wish, lean reach the area south of hill 135 
almost as fast from hill 130 as from hill 127, 
hence do not need many units on south edge. 
The only units visible from any part of board no. 
P 2 are the Su I52's; he can do no better than 1-1 
on one of them. Doing so leaves the CP and long 
range guns in poor position; I doubt if it is worth 
it to him. My trucks are almost useless; they will 
have the primary function of picking up units I 
have to unload when 1 am in a hurry. 



SET-UP: The Russian set-up is reasonable but 
he should have the SMG units mounted on the 
farthest-forward tanks. The German unitsdon*t 
need to be in thegully and all should be on the 
roads. 

TURN NO. 1 GERMAN COMMENTS 

Since the German moves first, the setup and 
first move are taken together. Board number 1 
has better terrain for a mobile defense or 
delaying action than board number 2, and thus 
one immediate objective is to hold the Russians 
on this board as long as possible. The idea is to 
take as far forward a blocking position as 
possible while retaining mobility and preventing 
losses. 

The German probably can not prevent the 
Russian player from getting a minimum of 
between 15 to 25 pieces-on board 3 (Russian 
marginal to tactical), if the Russian gets on 
Board 2 before turn 5. On the other hand the 
Russian player can not reasonably expect to get 
1 or more pieces on board 3 by the end against 
a reasonably intact German force, (/"he gets on 
board no. 2 after move 6. Thus the German 
objective for the first five moves is to prevent the 
Russians from getting on board 2 before turn 5 
while imposing on the Russian losses which are 
at least twice his own. This condition must be 
realized with a couple of restrictions in mind; 1 ) 
The losses ought to be very great and not in 
tanks and preferably not in vehicles at all. This is 
what is required to keep the German 'reasonably 
intact'. 2) The Russian player must not be 
permitted to get even two pieces behind the 
German's main force; otherwise he can greatly 
hamper the setting up of a defensive line. 

Slowing the Russians down does not just 
depend on blocking roads physically as has been 
done with positions R9, Q9, P9 and 08 but also 
on leaving him open to heavy gun fire which can 
be executed by guns which can fire with 
immunity from counter fire points. We see that 
this holds for pieces 63 1 , 62 1 and 32. Of course, 
one could argue that both the Wespe (621) and 
the Hummel (631) ought to be fired directly 
from board no. 2, but just as they are out of 
harms way, they are often too far out of the way 
to do harm. The most questionable placements 
here are those of pieces 33, 102 and 91. 33 is 
clearly out of action for at least four turns. But it 
is well placed for armor attempts against the 
town and experience has shown that it is rather 
difficult to pull halftracks or tanks off a 
pressured defensive line in order to cover a 
newly opened flank by dropping off a gun. No. 
91 is placed out of harms way and to be in a 
prepared position when the Russians come over 
the hill, and to make sure that if by some fluke of 
fate, or blunder the Russians should get behind 
the Germans, at least there is no free ride into 
the town. 201 is unloaded to spot for 91. 
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Russian Comments Move No. 1 

This is about as far as I can get without giving 
him any free shots (I.E., no targets for counter- 
fire) with those mobile guns. 1 think he would 
have been better advised to spot something on 
C2 (e.g., 88 mm battery) to cover the valley 
between hills 109 and 135; it would also cover 
the road through the forest and the area south of 
hill 1 35. The units in the south could have gone 
further, but I want to have my guns cover as 
much of the road as possible. I doubt if I will be 
able to move them their full movement factor 
next turn anyway — 1 must follow the same 
policy as this turn. (Hide behind ridges and in 
forests) I am going to try to dislodge the Wespe 
& Hummel next turn if at all possible. At least 1 
am threatening any unit left east of hill 1 09, and 
the 75 mm gun at L7 in the bargain (by 
unloading my infantry on M7) — although I 
don't dare spend much time at such games. 

A point to think about: not only do I have to 
reach board 3 to win, but 1 must also destroy at 
least I German unit to avoid a loss. Therefore 1 
cannot sit still and be content with no attack; 
completely aside from the fact that it would 
make for a dull game, I would lose. 

TURN 1: German: Since the 88 doesn't have a 
good field of fire from l-B-6, why bother to 
dismount? Something should be covering Hill 
104. The placement of halftrack 446 is good but 
Pz IV no. 931 should be up closer to the front 
line. I prefer to keep my CP mounted on a 
halftrack and I don't see any need to dismount 
East of l-J-5. 



TURN 2 



GERMAN COMMENTS 




I can can hold the position 1 M 4-5 for this turn 
and will probably risk the loss ofsome pieces if I 
hold longer than that. This means, however that 
the Wespe and Hummel still enjoy immunity 
from attack. This is particularly important with 
respect to the Russian capture of positions 1-K, 
7-9 and positions 1L10, 1M10 or the hilltop 
positions 1M9 (hill 109) or 1L9. The Russians 
can occupy these positions on turn 2 if they 
please, but they will certainly lose something 
and can not get anything back. The Russians 
will probably take these positions on turn 3 
when they can get their Su 152's into 1 M 5. This 
means that if I keep my Wespe and Hummel 
where they are, I can no longer fire at those units 
with impunity. The Russian's occupation of 
these positions gives him a strong Northern 
flank on my positions around the main road and 
threatens Adski. It is an extremely powerful 
move which must be delayed as long as possible. 

The taking of position 1M4 also makes 
position 112 untenable as a blocking position. 
Thus this position will probably have to be given 
up on turn 4, The placement of piece 931 
prevents the Russian from unloading his infan- 
try in square 1 K.2 and hence threatening squares 
1J4 and 113 with close assault next turn. 

The gun was loaded (no. 32) since the Russian 
can unload infantry in such a way that only the 
gun can attack them with an odds ratio no better 
than 1 to 2; the gun would certainly be lost in a 
subsequent close assault with no gain to show. 

The position keeps the Russians off the hill 
one more crucial turn. It also keeps him away 
from the center and northern sections, It is true 
that quite a bit of territory was given up, but any 
more advanced position is not safe. 



German 2nd turn: The Russian's initial move was a good one but 
there was no need to place the T-34's in 1 -R- 10 since the German 
had to fall back anyway, and as a result several movement factors 

Russian Comments Turn No. 2 

He has saved his gun and blocked hex K.4 
.which I wanted to use to get to J6. However, I 
can definitely dislodge the Wespe and Hummel 
this turn. They are worth far more than the (at 
best) four units he could get in return (e.g., 933, 
934, 183, & 184/2-1 odds). The lone halftrack in 
the north is in deep trouble; I think I have it 
trapped. 

The pieces in the north give him too many 
targets to handle; he must evacuate. His half- 
track is trapped. His 840, 931, and 953 are 
threatened and will have to leave. (Unless he 
simply picks off a passenger, his best shot is a 3-1 
by the Panther. The return fire is 4-1. Likewise 
the JgdPz IV — its best is 1-1, return fire 4-1). He 
has no overrun possibilities. I must still watch 
out for that 88 mm gun, though. 

I am on schedule, but can't seem to gain any. I 
would like to be about 1 hex further advanced to 
allow for possible delays. 

TURN 2: German; This advance defense is a 
very good idea, and not much territory has been 
given up as a result. This is very important since 
the German must trade space for time 
throughout this game. Putting a tank (or Jp IV) 
in l-M-5 is good practice and one in l-L-7 
wouldn't hurt. A halftrack on l-P-9 will slow the 
Russian advance by the turn that it takes to 
destroy it. Squares l-P-9 and 2-H-5 are very 
important and are probably worth the German's 
sacrificing halftracks to have wreck counters on 
both of those squares. 

Russian: The lack of German blocking units 
in l-P-9 or in l-Q-9 has allowed the Russian to 
capture Hill 109 and this position forces the 
SPA's to retreat. Were they in l-D-7, they 
would be able to fire. The limited field of fire of 
the 88 is now apparent and this unit must also be 
evacuated. German halftrack no. 446 is not 
trapped. On the whole, this is a good Russian 
move. 

TURN 3 GERMAN COMMENTS 

It's back to the drawing board, or I'm eating 
crow liberally sprinkled with hot peppers. 
Clearly the Russians can take the slope. The 
halftrack no. 446 is now in danger of being shot 
up seemingly by every piece of armor in the 
Soviet arsenal. The best move for it is to square 



have been lost. The German might have been well advised to leave 
a halftrack in l-P-9 where it would have slowed the Russian 
advance considerably. 

(no. 11 8) where only the SU 152'scanshootatit. 
Fortunately this means that at least one of these 
will be subject to counter fire from the Wespe. 

The Wespe and Hummel have moved out of 
harm's way and into a position where they can 
pick up some of the units, viz., the CP and the 
gun. Shooting it out would have most likely 
resulted in an equal exchange, but the less in fire 
power and the fact that these have the most 
effective guns of any armed vehicle in the game 
makes it a bad trade at this early stage in the 
game. Losing these two even in an uneven trade, 
for say three Russian units, is not worth it. What 
we could guarantee here at best is a Russian 
tank and a Russian infantry piece. At the very 
minimum the exchange has to be tanks of equal 
firepower and given the unfavorable ratio of 
German to Russian firepower, even that now 
has doubtful merits. 

The halftrack (no. 441) must move out of its 
position blocking the gully since the SU's can 
fire on it. Also the tank (931) is both spotted by 
and subject to CAT by the infantry in I L2; the 
tank 963 must move, being subject to rather 
massive fire. Again each one of these is in a 
position to stay and trade fire with reasonable 
likelihood of getting casualties, but their loss on 
the Russian turn is even more likely. 

Overall it doesn't look as if I can get 2-1 or 
even 1-1 casualties, but the Russian player can't 
get on board 2 before turn five either. 

Russian Comments Move No. 3 

It looks as though his "trapped" halftrack has 
come untrapped, I can't stay on hill 109 to fire 
on it because of the Wespe & CP. Can't 
surround it without exposing myself to afree 2-1 
shot on a heavy tank or 3-1 on a light one. It is 
not worth one lousy halftrack. Not only that, 
the thing is in the way of the move I wanted to 
make with 933 and 934. I will have to use 937 & 
938 instead; should be OK. I can't outflank the 
swamp to the north; 1 can only reach Fll where 1 
can be shot at by his 75mm gun in Adski. If I 
stay in the gully, I can be completely blocked at 
EI0. 

The SMG unit on K.5 will dislodge units 
hiding in the forest; the one on K2 will either 
load or close assault. I would like to have more 
units on the southern slopes, but the Wespe and 
Hummel are too dangerous at the moment. I 
have to stay on the ground behind slope lines or 
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else to the north. I am approximately on 
schedule, but have no leeway. 

TURN 3: German: The move of 446 was a good 
one and the SPA's are finally back in the woods. 
The German is falling back in good order and is 
not being pressed by the Russian. 

Russian: The failure to mount SMG units on 
the lead tanks now becomes important. The 
tanks at I and H should have SMG units not AT 
guns and Recon units. Since there is nothing on 
Hill 104, at least one tank should be in the gully 
at 1-1-2. 1 doubt that there was a need to unload 
no. 185 but this unit can be easily picked up so 
there is really no problem. The failure to get no. 
446 now will come back to haunt the Russian 
later. I doubt that the German would have fired 
no. 953 at any Russians in 1-1-7 since this would 
have led to the loss of that unit and a hole in the 
German lines later. 

TURN 4 GERMAN COMMENTS 

The halftrack (no. 446) escapes by getting into 
the woods on the north side of the main road. 

The placement of the Russian's infantry 
pieces (185, 186) render the advanced position 
taken by the German very dangerous. No. 185 
can only be shot at by the tank (931) at an odds 
ratio of 1 to 2 — hardly a good risk. It's true that 
the tank could over-run the infantry and get 
much improved odds, but it faces the full fury of 
the two Su 152's, which can attack 931 with at 
least 3-1 odds. (Sul52 has "H" weapon class) 
Given the line of fire rule, the tank could fire at 
one of the SU 85's, but after halving and 
doubling the result is still only 1 to 2, The only 
condition in which the tank could possibly 
retain its position is that it could guarantee at 
least dispersal of 185, and this it can not do. 

No. 186 can CAT whatever is in 1J4 or 113. 
Unless, therefore, 1 am willing to put enough 
units in both squares to insure that they cannot 
even be dispersed, I cannot afford to stay. 
Dispersal here is equivalent to loss on a 
subsequent turn since a defensive position 
usually can be held only for one turn without 
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CARRIERS 



Due to the difficulty of graphically showing 4 or more 
counters in the same hex. whenever two loaded carrier 
units occupy the same hex they are designated by a letter 
as follows: 



LETTER 
DESIGNATION: 

A 



German 3rd turn: The Russian rook advantage of the German 
tailure to block t-P-9 and 1 -Q-S to capture hill 109, forcing the 

risking losses and/ or being outrun. It is impossi- 
ble to do this without disembarking the infan- 
try. Again this is not a very good idea since the 
infantry may have to be abandoned. It is true 
that the infantry no. 186 thus CATing is 
exposed to the fire of the Hummel unit (no. 
631), but this requires that the Hummel remain 
another turn. The new Russian position may 
make this dangerous. Also, next turn is the time 
to move the Hummel so that it can be in a good 
position when the Russians enter Board 2. 

The position 1D8 must be covered and 
unfortunately only units which are on the ridge 
square of hill no. 126 can accomplish this; 
nothing else can reach the position. This means 
that I will have to lose a piece, since one of the 
mobile pieces must move to cover the position, 
and hence cannot load. The piece that has the 
least value here is the CP unit. This means that 
the Wespe must move and thus the two tanks 
have been up to its position so that the fire 
power level remains nearly the same. This 
makes a drive along the southern part of the 
ridge squares of hill no. 126 somewhat less 
tempting to the Russian. The CP will probably 
be lost since it is doubtful that the tanks can stay 

JOB .1 1| 



retreat of the Hummel and Wespe- Note the brilliant positioning of 
German halftrack 446 again. 

the turn required to pick it up. This shows how 
crucial disembarkation moves can be in a fast 
moving battle. Certainly the gain of firepower of 
no. 91 is not worth the risk or the trouble. 

Adski will probably go next turn, since the 
Russian can disembark infantry in the forest 
squares within CATing distance of it. 

Russian Comments Move No. 4 

He has withdrawn, maybe too far. 1 should be 
able to crack Adski next turn; am threatening to 
CAT anything left in the town. My lead tanks 
have the wrong passengers. I should have had 
stacks (933 & 934) and (937 & 938) interchanged 
in position back on turn 2. Who'd have thought 
it??? (Blasted "trapped" halftrack.) Maybe 1 
should have sent 933 and 934 into the gully 
anyway. If he leaves a hole in Adski, I can get 
through to board no. 2 next turn. This would 
finally put me a little ahead of schedule, which 
would be pleasant. 

The SMG units threaten CATs on the hilltop 
and against rows E and F in the forest by the 
road. He must pull back to the edge of the board 
next turn, probably just across the ridge. I am 
still just about on schedule. I still have not 
ff) \-n/m \o/o V m f t 




German 4th turn; The Rossieri need for forward SMG support is 
now more readily seen. The units at H and I should be shock 
troops — not recon and anti-tank guns. The German has now 



formed a solid defense which the Russian will find hard to broach. 
1 -I -7 should have been occupiedto force thB German into maki ng a 



stand premarurelyor give up the extra hex. By being so cautious the 
Russian is ruintng his own timetable. 
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managed to penetrate his line, or eliminate any 
of his units. 

TURN 4: German: The German has formed a 
good defensive line. The CP should not have 
been dismounted and will shortly be lost for that 
reason. 

Russian: Tanks should occupy l-E-8. If the 
Wespe wants to fire, the Russian will trade a T- 
34 for a Wespe, quite a good trade, from the 
Russian point of view. The Russian cannot win 
this game without taking a few risks and, so far, 
the Russian has refused to take any. 

TURN 5 GERMAN COMMENTS 

The Russian can't get on board 2 by turn 6. I 
can hold Adski, since I can put in enough 
strength so that the CATing recon units can't 
even disperse them. A blocking position is 
formed by halftracks on the slopes of hill no. 104 
and the slopes connecting that hill with hill no. 
1 26. 1 can thus prevent the Russian from getting 
on board 2 and still start Hummel, the Wespe 
and the 88MM (no. 41) back to suitable 
positions on board 2, such as 2-0-5. It will be 
difficult for the Russian to win now. 

So much for the good news. Now to the bad 
news. The CP is definitely lost. The tanks had to 
move for the same sort of reasons stated 
previously. Now it may seem that I look upon 
my pieces the way Napoleon regarded his men — 
as his children. But there are good reasons for 
this concern. The Russian Player is relieved of 
great pressure when he gets a unit up on the 
German; from then on he can afford even 
exchanges, which permits him to increase 
pressure. Conversely the German is working 
from a deficit position for a win. 

Unless one of us blunders, the outcome at this 
point looks very much like a tie. (0-0). Another 
point this illustrates is that given careful play, 
the Russian can pretty much decide whether or 
not the German can get even a marginal. 

Russian Comments Move No. 5 

His units in Adski show why I needed to have 
those stacks of units interchanged back on turn 
no. 2. With two SMG units, I could have 
launched a CAT assault at 1-2 odds against his 
JgdPz IV and Panther units. This would have 



given me an even chance for a dispersal; which, 
if achieved, would have been disastrous for him. 
The recon units just do not have the strength. 

Fortunately, the CP dies. Not only does this 
put a stop to any ideas of indirect fire, but the 
dead unit will be of help when the bloodbath 
comes. It may be thought I am being overly 
cautious, but if I reach board no. 2 having lost, 
say, 3 units to his one or none, 1 am in very deep 
trouble. A.frontal assault is invariably required 
to reach board no. 3; and I would have to make 
sure of eliminating more units than I lose to 
boot. I want to make the frontal assault with an 
advantage in kills, preferably 2 or 3 units. 

I think he will abandon Adski, although he 
might try to make a stand. It is a poor location 
for this; if he tries, I outflank him to the south. 
I wanted to put the Su 85's on hilltop 104, but 
the Hummel and mortar give him a 3-1 shot. I 
will play it safe; the board is now opening out. 
Worry: 1 am approximately 1 hex behind the 
schedule I need; his roadblock is too complete. 
As indicated, my trucks are finally going to be of 
some use. 

TURN 5: German: A relatively unaggressive 
Russian offense has given the German a 
minimal victory at this point. The Russian will 
have trouble crossing Board 2 in the face of an 
intact German force. A little prior planning 
would have saved the CP. Units should never be 
lost without extracting something from the 
enemy and this exchange did not occur here. 
The German must now concentrate on destroy- 
ing some Russian units. 

Russian: The Russian has finally managed to 
attack a German unit but he is not advancing 
fast enough. There is a good reason for the 
Russian to move the SU-152*s to l-B-2 where 
they can command all of Hill 129. The German 
would probably not choose to attack them with 
the Wespe which would be halved due to 
attacking a unit on a hilltop, since an un- 
successful attack would result in the loss of the 
Wespe. 



TURN 6 



GERMAN COMMENTS 



The grumblings of my opponent inform me 
that he is very displeased with the placement of 
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the Hummel (no. 631)onturn5. This placement 
was not due to any tactical appreciation on my 
part of the painful dilemma, the placement has 
caused him. The absurdity is that the position 
resulted from a miscount by my opponent (who 
is a physicist). I accepted his count (intended to 
correct my own supposed miscount) partly 
because I have miscounted my fair share of 
movement distances, partly because it did not 
matter, since by either count the Hummel could 
reach the position I wanted it in (205) on turn 6, 
and partly out of weariness. It is also clear that 
he didn't appreciate the implications of the 
placement at the time of the move count either; 
otherwise, I'm sure, he would have counted yet 
another time. 

I relate this humorous incident to illustrate 
some of the random and often absurd factors 
that determine the 'strategy' of face-to-face play. 
Since the Russian did not put anything on the 
two squares of hill 104, the German can occupy 
the slope squares on the Southeast slope of hill 
129 immune from danger of destruction or 
dispersal. This is a position of crucial impor- 
tance both to the delaying action and to picking 
up the 120mm mortar (no. 91) in the town. It 
was probably a mistake to leave the piece in the 
town, but the position I have may permit its 
rescue. 

My positions deny the Russian possession of 
the S-E slope squares, the town of Golod, and 
the adjacent forest squares, all of which are 
required if the town is to be held for one more 
turn. Of course, holding the town another turn 
is perfectly consistent with my delaying strategy. 
The central fire position taken on 2-0-5 has a 
total fire power of 140 against any armor which 
is on level ground or in a river bed, anywhere 
between 2-0-5 and South of the town of Golod. 
The same hex has a power of 110 against 
infantry in the same area and terrain. The fire 
position is most effective against pieces placed 
anywhere South of the town and between the 
North slope of hill 129 and the edge of board 2. 
It has no reach Southeast of the hill. But the best 
line of advance is North of the hill anyway. 
Besides controlling the main and only through 
road, the positions North of hilt 129 cannot be 
blocked against advance the way the positions 
South of the hill can. This can be done below the 




German 5th turn: The Russian should have occupied l-E-8 last 
turn. Had the Wespe fi red it may well have been traded for a T-34— 



a good trade. By failing to expose his units to fire the Russian once 
again faces a full defense. The German has been forced to 



withdraw, leaving his CP to the dogs. It shouldn't have been 
unloaded there in the first place. 
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swamp at 2-I-10and bytakingpositionsat2L10 
and 2M 10. The Russian can only go around this 
block by turning North into the fire zone. 

Of course another advantage of the selected 
fire position is that it is immune from attack 
until spotted or CATed. This is the place 1 
intend to hold with the pieces which are there. In 
other words the Russian will have to shoot his 
way through here. This is really the last decent 
and probably the best place for a slugfest from 
the German point of view. If the position is also 
defended by tanks and halftracks, the Russian 
will have great difficulty flanking the position as 
we shall show without exposing himself to 
severe losses. 

I unloaded the gun (no. 54) since its carrier is 
likely to be under attack during the fire fight 
which must occur if the Russian is to advance in 
time to get pieces on board 3 by turn 10. I'm 
picking it up with a halftrack so that I may have, 
discretion concerning its disposition. I predict^ 
that the firefight, if it takes place will commence 
on turn 8. 

Russian Comments Move No. 6 

Damn, I forgot I needed hilltop 104 to keep 
him off the slopes of hill 129. 1 blew it; 1 should 
have taken the risk — probably with the Su 152's 
since their defense is larger. That would have 
stopped the trouble in the south. I am definitely 
behind schedule now. 

Those blasted long range guns on hill 132 
have me naked (or at least indecently exposed) if 
I try to hit Golod immediately or to bypass it to 
the north. The only hex they can't hit is open to 
fire from his heavy tanks, 

I am going to try to outflank him to the south, 
but 1 am afraid I have too far to go. The route is 
a poor one, too slow. If he overlooks it, I am 
going to try to get to hex M10 next turn. 

Right now the mortar in Golod has become 
an important unit. If he saves it and can block 
me off at the same time, I don't think I can win. 
If he does not save it, my 2 unit advantage may 
enable me to make a quick frontal assault. 

TURN 6: German: Aided by the Russian 
mistakes of last turn, the German has formed a 
good defensive line with only one major hole — 
2-D-3 which is protected by the field of fire from 
2-0-5. 

Russian: Russian caution is probably in order 
on the southern flank but some tanks should 
have been moved into the woods at 2-B-2. Using' 
normal LOS determination, 2-0-5 cannot fire at 
2-B-2, but under the optional rule, such fire^-t 
could be allowed. The Russian player is in deepf^ 
trouble now and must take some risks in order- 
to win. T-34's on 2-B-2 could get into the woods 1 
at 2-1-3 on the next turn. 

TURN 7 GERMAN COMMENT 

The only 'holes' in this defensive line are at 
2E5 and 216. 216 has very poor potential^ 
considering the positions he can subsequently 
take. Only one is really safe from massive fir 
(217) and that position hardly threatens 
breakout. The other position does not give 
much possibility of outrunning my blocking 
forces, but it does offer the Russian a possibility 
of trapping a number of my units, five in all 
including three tanks. This is a risky position for 
the German to be in, but, by remaining in the, 
town he can rescue the gun and keep th 
Russians out. Considering that any encircle- 
ment of the town requires some units to be in 
open terrain facing I40anti-armorand 1 10 anti- 




German 6th turn: The Russian should have occupied l-B-2 wish 
his SU -152's last turn where they coujd command all of Hill 129. 
German attacks on it there would have left the firers in poor 

personnel fire factors, to say nothing of the 
tanks that can fire from the town and other 
places. It is probably impossible for the Russian 
to surround the town in such a way that a hole 
cannot be shot in it. Moreover the losses the 
Russian would have to take would be large, 
probably 3-4 pieces even without using the tanks 
in the town. 

I don't think that he will try to trap me in the 
town. I'm positive the Russian can no longer 
win. 

Russian Comments Move No. 7 

He can count too; so much for LlOand M10 
of the southern flank. I am forced to go north of 
the swamp, into the teeth of his power. He has 
me almost completely blocked, and any attempt 
to surround Golod cannot succeed. He can 
always clear a road by using his guns on hill 1 32 
at 4-1 odds, then pull out his units. 

My moves force him to pull back from Golod 
& hill 1 29 so that I will have at least 1 hole, but I 
do not think I can reach board no. 3 in time. I 



position Ihe lierman, helped by the Russian reluctance, nas 
formed a sohd defensive front again with only 1 hole; 2-D-3, which 
is covered by the SPA - 5 field of fire, 

could take more risks, but 1 still think it would 
be foolhardy. I still have to keep my head down. 
TURN 7: German: The German position is now 
quite good. Units at 2-H-4 and 2-H-5 prevent 
Russian occupation of these woods without a 
fight which would probably result in heavy 
Russian losses. A battle for Golod would bring 
on the German-desired general engagement. 

Russian: This is a good, albeit cautious, 
move that puts pressure on the German center 
and northern flank. The essentially worthless 
45mm guns have been unloaded at Golod. The 
T-34's in 2-C-l can reach 2-K.-1 next turn. Under 
the normal LOS rules, units on 2-0-5 cannot fire 
at this square but, under the optional rule, this 
may be possible since the LOS from 2-0-5 
crosses a corner of the brown hex side. This 
square should have been occupied by the 
Russian on this turn. It is important to have all 
of the SMG units loaded on this turn so that 
they may be unloaded adjacent to German units 
on the next turn. 




German 7th turn: The German position is now practically 
impregnable given the time pressures on the Russian. The German 
halftrack 441 denies access to the important central woods at 2-H- 



4 & 5 to the Russians who now have to brave a hail of fire to 
dislodge them. 
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Russian; "Tout le monde a la Bataille" as the 
saying goes, but too late. The Russian had a 
choice to either stage this last desperate attack 
to try to salvage a win or to retreat and, having 
destroyed one German unit, manage a draw. I 
think that the Russian decision was a correct 
one but the general attack came a turn too late. 
The Russian should probably have avoided 
putting units on squares such as 2-N-7 and 2-M- 
3 where they are easy marks for overruns. 



TURN 9 



GERMAN COMMENT 



German 8th turn: The German gets a little careless. 2-H-5 should 
not have been abandoned without a fight. The Russian now has 



TURN 8 



GERMAN COMMENT 



The fire fight clearly can't happen until turn 
nine. He decided, wisely in my opinion against 
trying to trap the units in the town. Probably he 
should not try to engage my forces at all, since I 
can guarantee now that he can't get 10 pieces on 
board 3 simply by getting all my halftracks with 
some infantry or guns (total numbering at least 
ten) back in front of his force. This I clearly can 
do at this point. 

He is in a poorer position for a fire fight since 
he has had to unload guns and infantry to force 
me out of the town, I have attempted to 
establish a fire position which is fairly evenly 
balanced on both the North and South sides of 
205. Of course the Northern flank of the hill is 
easier going for the Russian and this must be 
considered. He can't get beyond 2P1-2 on the 
North side which keeps his feet well to the fire. 

Russian Comments l Move No. 8 

This move is one of sheer desperation, and is 
fundamentally unsound; analysis indicates I 
should probably take my draw (which he cannot 
prevent). This assault is the only possible chance 
I have of eking out a win; if 1 do not attack now 
my chances of winning are zero. I do not think 1 
have much chance anyway, but if everything 
goes right 1 may manage. It would help if he 
were to defend improperly; at least this gives 
him a chance to do that. The odds are at least 3-1 
against me; about even that he will get a win. It 
will be bloody, but he should lose almost as 
heavily as I do. I don't know what he was saving 
his 75mm guns for. At least anything that shoots 
at me is spotted. I needed to be able to make a 
move like this on turn 7 to have had much 
chance. 

I have to unload the infantry to be able to 
make close assaults, so any unit that does make 
it through will not have a passenger (with the 
possible exception of 942). That makes it rough 
to get the count to 10. 1 don't think the trucks 
have any chance, but I will bring them up 



free access to the road with which he can carry out his assault. This 
may have cost the German a marginal victory. 

anyway. I will keep the rest of the units out of 
danger; they can no longer have any effect in the 
game. 

TURN 8: German; Although the Russian can- 
not win the game now, the German should have 
left a halftrack on 2-H-5 to deny free Russian 
travel along the road. Occupation of this square 
would have prevented the SU-152's and T-34's 
from advancing adjacent to 2-0-5 and might 
have turned the game into a German victory. 
Had this mistake occurred on Turn 7, it would 
have been extremely costly. There is no reason 
for the 75mm AT to be loaded on Halftracks. 
They should have been unloaded and put on the 
firing line. 



It was an oversight not unloading the 75MM 
ATgun (no. 33). Also I could have put infantry 
on the slope in front of the fire position, but 
these would have probably been lost without 
changing the result and there is an absolute 
minimum of halftracks and passengers which 
we must be sure of getting back in order to 
prevent the Russian advance onto board 3. 
Actually, 1 can take up a position so that the 
Russian can not get a single piece on board 3. 

The blocking position taken up by the half- 
tracks speaks for itself; they cannot be overrun 
by any Russian vehicles and the Russian can't 
even get to the slope edge except in the North 
East. 

My firing was determined by two factors; 
Russian casualties and my own. The 4 to 1 
attack against 932allowed 441 to leave 2N2. The 
other4to I's were taken to reduce his fire power 
as much as possible. The overrun's were done 
for two reasons: (1) the odds of dispersement 
were certain, while the odds of destruction of the 
defender were the same as shooting and (2) 
while overruns make the attacker more subject 
to counter attack, they also cause dispersal of 
the return fire. Of course, in one case, I could 
overrun two pieces, a gun and a tank at 2N8, and 
this gives even more reason for that overrun. I 
think that 0-0 tie is a virtual certainty now. I 
know that the Russian can not win even a 
marginal. 

Russian Comments Turn No. 9 

I made a mistake: should have put a halftrack 
on N7, left 948 and 34 on M6. I think he made 
several errors this turn: he should have hit the 
loaded tank (which I probably should have 




German 9th turn. The Russian finally marie his charge last turn but 
his plight was such that he made eesy overrun targets of 938.34 
and 939. The carnage is quick and relentless but the German 



failure to wipe out or disperse enough of the spotting units insures 
the draw. 
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unloaded), and definitely should have tried to 
get the three stacks in the south so that his units 
on M7 would not be spotted. That might have 
guaranteed him a win. 

I have no choice; 1 am forced to try for the 
draw. He has 1 1 units to block my path, only 
requires 8. 1 would need two turns after this to 
get even 1 unit on board no. 3; there is no point 
in trying, especially since I need 10. He has 
destroyed 8 units, I have one so far. I need at 
least 8 more, can guarantee 3, 1 am going for 4-1 
shots on everything I can see, 1 would like to use 
selective fire on the stack (41, 621, 631), but 1 
can't get 4-1 odds on each one that way. I will 
bring up another infantry unit in case I need it 
next turn. 

I have my draw. I destroyed 9 units this turn, 
giving me a total of 10. 

TURN 9: German: This is the turn of the 
slugfest. The German should try to destroy as 
many Russian units as possible with 4-1 and 
overrun attacks. The T-34 no. 942 should have 
been destroyed since it is carrying a passenger. 
The infantry unit no. 143 should have CATed 
the Russian halftrack no. 441. Every possible 
German unit should be involved in the attack 
except those halftracks needed to seal off the 
roads west. The German failure to destroy or 
disperse all of the Russian units adjacent to 2-0- 
5 means that the German guns will stand an 80% 
chance of being eliminated on the next Russian 
phase. 

Russians: With so many of his own units 
destroyed, the Russian has salvaged a draw by 
destroying many of the German units. Realizing 
that he couldn't win, the Russian wisely went for 
the draw and destroyed as many German units 
as possible. 

Final Comments: This situation demands a very 
aggressive commander and this Russian just 
wasn't quite aggressive enough. The German 
made some serious mistakes which the Russian 
couldn't take advantage of because he was 
behind his schedule. (No comments on Turn 10 
moves). 
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ATTACKING UNITS 



SWIG (1831 

88IWNI |41l 
Hummel 1631) 
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Rifle (143) 
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4-1 
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CAT 
CAT 



4-1 
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Of course, we are keeping that unique 
mapboard, but including a careful and com- 
prehensive definition of all terrain features, 
to eliminate confusion. Also retained is what 
is probably the most historically faithful and 
detailed OB of any wargame, but this time 
we have indicated right on the unit counters 
their individual stacking values, and other 
information that speeds up play con- 
siderably. 

A new feature is spacious and well- 
organized set-up sheets to end the fumbling. 
We have also re-presented the OBs in what 
we think is a clearer, cleaner way, but with 
no loss of accuracy. 

What about the criticism that Anzio was 
impossibly long, and complex? The new 1 5- 
turn Basic Game, covering the initial 1943 
invasion, and its aftermath, is relatively 
short and simple — but it retains the high 
points of the all-out Advanced Game. The 
Basic Game includes the possibility of an 
initial invasion at all the places actually 
considered by the Allied Command. The 
Allied player can also invade a second time, 
perhaps at Anzio, or some other location. 
The Basic Game also includes Step Reduc- 
tion, Second Combat, Breakthrough Move- 
ment, etc. — the most important features of 
the Anzio game mechanics. As such, it is not 
only an enjoyable game in its own right, for 
those who prefer a relatively short game, but 
it is also the best introduction to the Ad- 
vanced Game. 

For the Advanced Game we tackled one of 
the more subtle criticisms levelled at the 
game— that chance played too great a part. 
One of the problems in simulating the Italian 
Campaign was the differing OBs that each 
side could have used, depending on how the 
campaign progressed, and the needs of 
other theaters. 

"Lady Luck" is not entirely out of place in 
wargames, because she figures importantly 
in warfare, as in all human endeavor, but 
most wargamers dislike being too subject to 
the vagaries of a die roll. That was a 
legitimate criticism of Anzio. To a con- 
siderable extent, the German OOB depend- 
ed on a series of die rolls, so Allied strategy 
was partly shaped to avoid increasing the 
chance of a lucky roll bythe Germans, which 
could at a stroke greatly change the balance 
of forces. 

The original game had many novel 
features, and we wanted to maintain that 
tradition, while also reducing the weight of 
chance. We did it by allowing each side to 
select its own OOB, within a historically 
possible range of options. For example, if as 
German Commander you want to use the 
two strong SS Panzer divisions in North Italy, 
you can do so. Or, as Allied Commander, if 
you do not want to release divisions to other 
theaters (a decision bitterly criticized bythe 
actual commanders), you can keep them in 
Italy. Furthermore, as Allied Commander, 
you decide your strategic goal, among the 
various possibilities historically considered, 
and your decision determines the length of 
the game. 

The combination of these Allied and Ger- 
man decisions — which can be made and 
kept secret for much of the game — 
determines the victory conditions of the 
game. As the real commanders did, you can 



decide how much of the forces available to 
you to use, but then your performance will be 
judged on how well you use it. We think this 
is not only simpler, but more realistic, and 
more exciting, too! 

The original game was known for a mul- 
tiplicity of special rules. We have re-written 
these for clarity, and retained them for 
optional use. We have also included a series 
of new rules covering naval gunfire, tactical 
airpower, increased use of commandos, and 
paratroops {for both sides), limited in- 
telligence, and a number of others. 

With all this, the most avid devotee of 
realism should be happy, while the probably 
larger group preferring a playable game can 
start with the Basic Game, and also add to it 
appropriate parts of the Advanced Game, as 
desired. 

The new game will change everything but 
the mapboard. Even that atrocious box has 
been done away with. We will sell present 
owners the parts they need to update their 
first editions separately but due to assembly 
costs they will probably find it cheaper to 
order the new game intact rather than 
piecemeal. At the very least, owners of the 
previous edition will need new counter sets, 
all the charts, and the rules. 

Also making its appearance in the mail 
order ranks will be Jt/rW/VD. This game was 
rather poorly designed initially and the 
reissue will be dedicated primarily to clean- 
ing up the unworkable victory conditions, 
search procedures, and general ambiguities 
which plagued the older game. The com- 
ponents will be altered and upgraded 
somewhat in addition to a general redress- 
ing of the rules. One of the best im- 
provements however will be the installation 
of three mini-game situations which makes 
JUTLAND a game that can be played in an 
afternoon, rather than a week as was the 
case with the old game. The new situations 
recreate the battle of Dogger Banks and add 
a pair of fictional confrontations between 
limited Battle Cruiser forces and a re- 
stricted British Sweep. 

Probably of more interest to you is our 
redesign of CHANCELLORSVILLE. This 
divisional level game has long been the most 
sought after collector's item in all of 
wargaming — selling for upwards of $30 a 
copy. The first edition of the game will 
probably continue to command that price as 
a collector's item because it is almost totally 
divorced from the new version, Randall Reed 
has taken the redesign under his aegis and 
created a totally new game system com- 
pletely divorced from the "D ELIM" mode of 
the original game. The game utilizes four 
phases to bring in artillery fire from both long 
and short range on a CRT which can be aptly 
described as a "push" rather than "kill" 
table. 

Unlike the original version where the 
Union player was faced with a "D-Day on a 
river" situation. Union forces are able to 
cross the Rappahannock as in the historical 
campaign. But a tough set of victory con- 
ditions keeps the Union from running 
roughshod over Lee's forces. The game 
system forces players to maintain reserves 
and use them judiciously or be faced with 
massive overruns. Players need not fear the 



"D Elim" die roll as the CRT deals in 
"disruptions" and the player who can not 
cover the flank of a disrupted force is in 
trouble. All in all, wethink it may beournext 
"classic" game — a real nail-biter for both 
sides. Everything has been changed from the 
original version. The bland D-Day style map 
has been redesigned and artistically 
rendered into a playable and aesthetically 
pleasing board. CHANCELLORSVILLE, like 
JUTLAND and ANZIO will be aflat box game. 




The new Chancellorwille being plavtested in the Avglon Hill 
gsmerpom. 

We turned to a new designer and a new 
period for our 4th mail order game. Gary 
Gygax had previously published several 
titles on his own. One of these, ALEXANDER 
THE GREAT, got pretty good reviews and 
caught our eye as we've long been looking 
for an entry in the ancient period. Not 
content with the original, however, Don 
Greenwood sat down with Gary and worked 
on a redesign of his original prototype. After 
three prototypes we came up with the game 
currently being tested. The rules of the 
earlier edition were greatly improved, the 
Macedonian forces upgunned a bit, and of 
course, the physical components vastly im- 
proved. 

ALEX represents a new type of game. It, in 
essence, creates a board game out of what 
are primarily "miniatures" rules. The player 
maneuvers and attacks with his unit 
counters in much the same way miniature 
players handle their figure trays. The matter 
of morale, so important in ancient warfare, is 
carefully simulated and recorded via a pair of 
Morale Status Tracks, and four different 
CRTs; onefor each level of morale. The lower 
a side's morale, the less its ability to attack or 
defend successfully. Obtaining and main- 
taining an edge in morale is pretty much the 
crux of the matter in ALEXANDER. 

The situation itself, the battle of Arbela, is 
one which is hard to simulate without 
throwing play balance and any semblance of 
"gameness" to the winds. Consider the 
original situation wherein Alexander, out- 
numbered more than 2 to 1, totally routed an 
opposing force of over 100,000 while 
sustaining a mere handful of casualties. The 
Persian who saw the rank in front of him cut 
down was definitely not inspired by themes 
of home, motherhood, and apple pie. More 
likely than not his reaction was how to 
extract himself from the fray in one piece. 
The Greeks were also inclined to bolt when 
the going got rough but far less so than the 
barbarian levies of Darius. This can be 
reflected in the game by simply starting the 
Persians at a lower point on the morale 
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Dear Avalon Hill People, 

1 n regard to Tom Oleson's strategic analysis of 
the situation in the Mediterranean in 1943, in 
the Jan. -Feb. General ... I demand equal 
timel 1 think that one of the most brilliant 
military leaders of history has been given short- 
shift without a chance to be heard. 

Tom's article amounts to laying a charge of 
strategic incompetence against Allied planning 
in the Mediterranean. One of his strongest 
points is in citing the near disaster at Salerno as 
evidence of flawed strategic thinking. I draw 
precisly the opposite conclusion from this near 
disaster. To me it is the clearest possible 
evidence of Eisenhower's strategic brilliance. By 
Mr. Oleson's admission, Eisenhower rolled into 
the worst possible luck in finding the "secret" 
placement of the 16th Panzer in the hills just 
behind the Salerno beach. Despite this worst 
possible luck, the "near" disaster wasrTt a 
disaster at all, but eventually led to the achieve- 
ment of every objective in the Italian theater. 

Any Anzio player knows that the worst 
possible luck landing at Rome will have quite 
different consequences. Italy wasn't the decisive 
theater, no matter what happened, the war 
couldn't be won in Italy. But the war could have 
been disastrously set back, or even lost if a 
stalemate ensued in the Mediterranean that 
would permit the Germans to shift forces to 
France and R ussia for the 1 944 campaigns. The 
conservative choice of Salerno over the high risk 
Rome alternative invasion site was entirely 
justified when one takes a longer view of the 
strategic situation in 1943. 

But it is in proposing the "Corsica first" 
alternative that 1 think Tom truly overreaches 
himself. To a player who knows little more of 
the campaign tha n he would learn from playi ng 
the Avalon Hill game, this might seem to be an 
attractive possibility. The spreading umbrella of 
air cover over the north Italy beaches sure looks 
great in his illustration. 

The flaw here is in extending the mechanics of 
the games invasion system far beyond their 
applicability. The game's invasion system is 
already breaking down in permitting even the 
possibility of an invasion in the Adriatic or 
north of Rome before the fall of the Foggia 
and/ or Rome airfields. In fact, any such inva- 
sion was simply out of the question, it would be 
exposed to devastating raids and harrassment 
by small expendable units of the German air and 
naval forces. This same factor, which is left out 
of the game for simplicity's sake, applies with 
even greater force to the possibility of landing in 
Corsica first. 

Tom seems to assume that the Germans 
would just pack up and run the minute the Allies 
hit the beach. His evidence is plausible, that in 
fact this is just what the Germans did so when 
the Allies actually landed there 4 days after \Y\t 
Salerno landing "After" is the key, to land in 
Corsica first, produces an entirely different 
situation. If this was the German intention, one 
wonders why they were there at all. 

There could be only one purpose to landing in 
Corsica first That is to secure airfields to 
support an invasion farther up the west coast of 
Italy. This means that a Corsica first invasion 
would have to secure (he island and build the 
airfields, before the real invasion will take place. 
But before the main invasion pins the main 
German force in place, there is simply no reason 
for them to evacuate Corsica, The Germans 
could reinforce and supply by night in perfect 
safety across the mere 50 miles that separate 
Corsica from the mainland, while Allied rein- 
forcements and supplies must come through 500 
miles of submarine infested waters under enemy 
air superiority. The Germans would be defen- 
ding some of the best defensive terrain in 
Europe, feeding in just enough to hold out, 
while the Allies would be forced to attack under 
the worst possible conditions. It would be 
Guadalcanal in reverse, and the conclusion 
would be inevitable,, an Allied disaster And for 
what purpose? To invade a little farther up the 
Italian boot. 

But landing in Salerno first, as Eisenhower 
did it, was exactly right. He hit Salerno on 
September 9. As soon as the initial situation on 
the beachhead was straightened out, by 
September 1 1, the go ahead was given for the 
Corsica Operation, and the landings began on 
September 13. With the Salerno landing secure* 
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there was now no reason whatever for the 
Germans to remain in Corsica and Sardinia, 
and they began the evacuation on September 1 8, 
and completed it by October 3. Could the Allies 
have prevented this evacuation? Not likely in an 
area of enemy air superiority. When looked at 
with proper perspective, what both sides did 
here made perfect sense, and Corsica was spared 
the horrors of what would have been a most 
vicious campaign as Mr. Oleson would have 
waged it. 

In conclusion, although I found many fine 
points in Tom's article, I'm glad the "Corsica 
first 1 ' strategy wasn't used in the Mediterranean 
in 1943. 

David Roberts 
Houlton, Me. 

**** * 

Dear Editor 

Some people maybe interested (if only for the 
purpose of contacting the correct author) that 
my part of the "Origins Trilogy" in THE 
GENERAL 10-3 was "Italian Variants", even 
though my name was listed first. 

People who are willing to foregD a little 
realism may alter BLITZKRIEG so that the 
game is dominated by mobile, fluid warfare 
rather than by attrition reminiscent of World 
War I. There are a number of ways to vary the 
process, depending on the tastes of theplayers, h 
Basically, each player receives an equal number 
of cities (and city hexes) at random throughout 
the board. This can be accomplished by Hipping 
a coin for each city and placing an infantry 
division in each to signify ownership. When one 
player has received all the cities he is entitled to. 
the other continues to flip until he has his 
allocation as well. (The city to be flipped for 
should be selected from a different part of the 
board each time, so that the second player's 
cities are not partly concentrated in one area-) 
Players then take turns placing their remaining 
units, one at a time, in cities they control. Before 
the game the players should agree concerning 
which units will be held hack as reinforcements. 
Initially unoccupied cities are minors, to be 
attacked using the minor cities table, but there 
are no minor countries as such. In addition, it 
may be interesting to give minor cities a zone of 
control so that it will be more difficult to ignore 
them. 

Alter all units have been placed, the players 
flip to choose order of movement. The first 
player may move only one half of his 
movement/ range factors (infantry 2, SAC 10, 
etc.) Thereafter normal movement factors are 
used, as are all other BLITZKRIEG rules.. 
Variants include adding units from other games 
(particularly big armor units), allowing players 
to choose their own cities, etc. The game forces 
the players to solve a very unusual set of 
problems. 

I was surprisedtoseemyself mentioned in Pat 
Carroll's letter (GENERAL I0-3>. 1 would like 
to correct some of the information Pat related 
concerning what was formerly the Michigan 
Organized Wargamers. 

We found that the borders of Michigan were 
an artificial rather than a natural boundary. We 
have therefore expanded our services to include 
northern and central Indiana, northern Illinois 
and Ohio, and southern Ontario, and wc are 
now known as the Midwest Gaming Associa- 
tion. In December of 1973, the beginning of our 
third year, we numbered over one hundred and 
seventy five members, interested in all types of 
wargaming and non-wargaming. We publish a 
22 page bimonthly newsletter (containing news, 
announcements, and reviews, not articles) as 
well as other special publications. One of the 
latter is the Great Lakes Gamers Census, which 
includes 1,001 addresses of gamers in Michigan, 
Indiana, Illinois, Ohio, Ontario, Minnesota, 
and Wisconsin, as wel I as gaming interests when 
known. MGA guarantees postal games run by 
many member gamemasters against orphaniza- 
tion. We hold conventions and miniconventions 
at all seasons oft he year, not just in summer, the 
latest being the MGA Wintercon II in Ann 
Arbor, Michigan. Many affiliated local clubs 
meet regularly, and we also regulate a team 
competition league for amateur play. There is 
also an organization for helping game designers. 



We are actively interested in helping gaming 
organizations get started in our area, and in 
contact with organizations which already exist. 
Membership in MGA is SL50 per year for 
people in Ontario. Indiana, Illinois, Ohio, and 
Michigan. Persons outside that area 
(presumably collectors) may join for $2.00 
Membership includes a subscription to the 
newsletter. Midwest Gaming Review. 

Lewis Pulsipher 
Bellevue. Michigan 49021 

***** 

Dear Sirs, 

This is in response to the overly vicious attack 
upon my A Hied defense plan for France 1940, by 
one Dan R ichardson. Though my plan is clearly 
not a perfect one, it merits more than to be 
termed "rubbish." Mr. Richardson takes an 
overly realistic viewpoint of the situations 
created by my article. Certainly he is correct 
when he says an army should defend its 
homeland, but 1 feel this holds true only when 
the armies are real, not just unit counters on a 
map. All 1 care about is winning the game, not 
losing it in the same realistic way the Allies did 
in the original campaign. 

First of all, Mr. Richardson complains about 
the positioning of the Dutch Army, Fine, why 
not just put the Dutch units right out in front of 
the German Army so they can "defend the 
homeland?" Needless to say, the Dutch Army 
will be nonexistant in a very short time, but 
apparently, this is what Mr Richardson wants 
in order to gain realism. 

Secondly, Mr. Richardson complains about 
the positioning of the Belgian Army. That's fine 
too; leave the Belgian Army in Belgium, at least 
it will be wiped out realisticly while defending its 
native country! 

Finally, Mr. Richardson argues that the 
position of Allied armored units in the Maginot 
Line is "just plain stupid." 1 disagree totally, due 
mainly to the fact that the Allied armor is in a 
position where it can attack the German flank 
advancing west of the Maginot Line during the 
planned Allied withdrawal. This could both 
slow down a German invasion of southern 
France and an advance across the rest of 
France. Furthermore, the invasion of southern 
France is of no importance. For every German 
unit that goes off the map, the Allies can match 
it with their weak l-6's, 2-6's, 2-2's, and 2-8's 
(stationed on the edge of the map) along with 
Belgian and Dutch units. By doing this, the 
Allies are getting rid of units that do not serve a 
very useful purpose. Of course, the Allied player 
may need to remove a few 6-6's and the like 
also, but he should still be able to hold the short 
river line with reinforcements and the troops at 
hand. In this way, Mr. Richardson's valuable 
industries in southern France can be protected 
by the Allied forces dispatched to it. 

Frankly, I do not know what Mr. Richardson 
is talking about when he claims the Germans 
will encircle the Allied Army and leave it 
without supply. It seems to me that the only way 
that the Allies can get themselves in a situation 
like this is when the Germans are tragically 
fortunate in their attacks. 

In conclusion, 1 would like to say that Mr. 
Richardson's letter to your magazine is an insult 
to my integrity. Simply because I prefer to 
handle the dispositions of the Allied armies in a 
new fashion, Mr. Richardson takes the liberty 
of calling me an untrue wargamer! J. suppose 
that there will always be narrow-minded people 
present in the world to agitate and disrupt the 
flow of new ideas by concerned wargamers, 

Larry Wessels 
Houston, Texas 

***** 

Dear Sir, 

Although PANZERBLITZ Sit no. 4 remains 
unrevised in the 9/ 15/71 cards, there is obvious- 
ly something the matter with it. The lesson is 
supposed to be a "German delaying action 
against a mobile force" which is "more 
economical (and often more effective) than a 
blocking action." However, as the situation is 



given, the German can do little more than 
attempt a brief and futile blocking action before 
the Russian blasts his way onto the no. 3 board 
for victory. And the no. I board remains 
completely irrelevant to the entire action. It 
seems clear that what was intended was for the 
Russian to reach the no. I board, while the 
German executes a mobile delaying action to 
run out the clock before the Russian gets there. 

But even tins obvious correction doesn't 
really help; since the German has little chance of 
winning, his best bet is a hasty withdrawal that 
keeps his forces intact and results in a draw. The 
following reconstruction of victory conditions, 
which have been developed by an experienced 
opponent and myself, seems to solve all these 
problems; it forces the combatants to use the 
tactics Sit no. 4 is intended to illustrate, and has 
the further advantage of making a draw im- 
possible. So go get your Sit no. 4 card, compare, 
and consider: 

(a) German Victory Conditions; Marginal — 
German losses are held to less than fifteen and 
less than 30 Russian units are on the no. J board 
(not no. 3!!!). Tactical— German losses are held 
to less than 10 and less than 20 Russian units on 
no. 1 board. Decisive — German losses are held 
to less than 5mtdl£ss than 10 Russian Units on 
no. t board. 

(b) Russian Victory Conditions: Marginal- 
trie Russian gets a Marginal if the German does 
not achieve a Decisive. Tactical— the Russian 
gets a Tactical if the German does not achieve a 
Tactical. Decisive — the Russian gets a Decisive 
if the German does not achieve a Marginal. 

(c) Finally, the player with the highest victory 
condition wins—as promised, there is no 
possibility of a tie. 

Now, what are the tactics these conditions 
force upon the players? The German is in the 
worst dilemma; if he withdraws too quickly, the 
Russian wins by pouring onto the no. I board. If 
the German stands and holds, the Russian wins 
by eliminating German units. Thus, the German 
must truly execute a mobile delaying action, 
playing for time whi le avoiding a major engage- 
ment of forces. 

The Russian, on the other hand, simply plays 
it as the Russians played it — he drives head-on, 
pushing fast and hard, practically regardless of 
losses. If the German stands and fights, well and 
good; and if the German withdraws, that's well 
and good too. It must be said, however, that the 
Russian has some pretty steep victory con- 
ditions to attain; he must achieve a Tactical, or 
he loses. Thus, he must destroy at least 10 
German units, or get at least 20 of h is own on the 
no. I board ... or he loses. 

It's no picnic for either side, 1 can assure 
you — the only thing 1 can guarantee is a damned 
exciting situation. 

Mark Saha 

Santa Monica, Ca. 90405 

••••• 

Dear Sir: 

I think, in the light of recent reading, that it 
would be too much to expect for the Germans to 
ihave either the Me262 or Me 1 63 as early as Jan. 
'44 in anything beyond prototype status. The 
Schwaibe was shackled by Hitler's novel ideas on 
'jet-bombers (even though the Arado £r234 was 
available by late '44) and could not attain fighter 
'status before "45. Even for a "what if this is 
pretty unlikely. The German rocket program did 
not ready reach full development until '44 any- 
way due to bugs in the prototypes - the Komet 
proved to be a highly volatile beast. Of course, 
once it was worked out, JG400 can come in as 
early as Jan. '45 - but not too many more 
groups are possible, due to the tricky and 
demanding qualifications for rocket pilots. The 
same is true for the Bachein Ba349 Natter, which 
reached group status but were destroyed on their 
gantries by Allied tanks. 

The Salamander, however, is quite possible. It 
was designed quickly, and could be whipped into 
production any time the German player wants it. 
He can have thousands of them — the only 
limitation is aircrew. Perhaps an additional Luft- 
Volkssturm force of 3 to 6 or 7 groups can be 
made available any time after the Apr. '44 
quarter. It's a lousy fighter, designed to be flown 
by lousy pilots, but there's no reason why any 
maladjusted German player can't have them in 
'44. 

Sincerely, 
Robert Harmon 
San Francisco, CA 94080 
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TITLE 



AFRIKA KORPS SUBJECT: REGIMENTAL-BATTALION 
LEVEL GAME OF THE AFRICAN CAMPAIGN 1941-42 



AFRIKA KORPS is the 10th game to be 
reviewed i n the R BG It received a 
cumulative fating of 2.90 which ranks it 
sixth on the list of games reviewed thus far. 
For a flat box game now in its 14th year, 
AFRIKA KORPS came out of the RBG in fine 
fashion. 

The game managed to set one record for 
the RBG with the 2.29 rating in the 
Completeness of Rules' category where it 
bested STALINGRAD by .23. This is a 
strange category for the game to shine in if 
one considers the many wild rule inter- 
pretations governing the capture of supplies 
jand their use to sustain attacks in the same 
turn) that have filtered down through the 
pages of the GENERAL by a host of answer 
men. In all fairness though, the only 
problems existing with the rules are 
probably the result of faulty rule inter- 
pretations which were made official by the 
GENERAL'S answerman in bygone years. 
Eventually, we'll get around to revising the 
rules, if only to outlaw certain unrealistic 
events which they do not specifically outlaw 
now. But in the meantime, any rules which 
drawa 2,29 rating must be doing something 
right. 

The game also did exceedingly well in the 
Ease of Understanding' category which 
makes it one ofthe best games with which to 
break new people into the hobby. Its' 2.12 
rating is only .05 off the mark set by 
STALINGRAD. This fine introductory status 
is all the more impressive in light of the 
popularity it still commands among the hard 
corps. 



AFRIKA KORPS is a fast-moving game of 
maneuver utilizing a low piece density and a 
wide open, frequently traversed mapboard to 
insure a lot of action. The playing time of 2 
hours and 15 minutes iSfUSt what the doctor 
ordered, although it often ends far earlier if 
one side or the other can gain a decisive 
break early in the game. 

AFRiKA KORPS is probably destined for 
another 1 4 years of popularity. Games shar- 
ing its ease of play, excitement and skill level 
have been exceedingly rare. 

1 776 will be reviewed in the next RBG. We 
postponed it one issue despite your votes for 
it because we want the people reviewing it to 
have more of a chance to play before rating 
it Any game can look good after merely 
reading the ruieSn The proof is in the play of 
the game. 

1. Physical Quality 3.04 

2. Maptowd __ 3.10 

3. Comments • 2.92 

4. Ease o( Understanding 2.1 2 

5. CMinlatenKs it Rules 2.29 

6. Play Balance 3.39 

7. Realism 3.57 

1. Excitement Level 2.91 

9. Overall Value 2. 77 

10. Game Length 2 hr.,15 min 
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scale. Given this type of historical "built-in' 
edge the Macedonians can recreate the 
overwhelming victory they enjoyed in 33T 
B.C. Such a one-sided situation is hardly 
conducive to a spirited game, however so, 
we start the participants on an equal morale 
footing. Here, Alexander is really pressed to 
pull out a victory. He must rely on the 
superior quality of his forces to balance the 
advantage of numbers enjoyed by the Per- 
sian. Here again, the morale tables come 
into play causing the Persian army to melt 
away sf too many of its units are fed 
piecemeal to the advancing Macedonians, in 
many ways negating the Persians' 
numerical advantage. 

Maneuvering phalanx, cavalry, archers, 
chariots, and elephants can be a welcome 
change from tanks and halftracks. Each unit 
has definite strengths and weaknesses 
which must be recognized and utilized ac- 
cordingly. This variance of the unit counters 
plus the availability of a host of optional rules 
regarding their use should prevent the game 
from being quickly played out. ALEX, like the 
others will be a flat box game. 

Last, but far from least in the mail order 
department, will be PANZER LEADER — a 
western front sister game to PANZERBLITZ. 
Among other things, the game will feature 
more refined rules than found in 
PANZERBLITZ. In addition, there will be 
provisions for airpower, paratroops, 
amphibious landings, and naval gunfire. At 
present there are 20 scenarios which mayor 
may not be reduced to 12. Included among 
them are such interesting events as the 
Battle for the Reichswald (9/7/44); the 
encirclement of Nancy (9/14/44); Arnhem 
(9/22/44); the battle for Bastogne 
(12/26/44); and Remagen (3/7/45). 

Also included is an Opportunity Fire Phase 
which mitigates the "Panzerbush" syn- 
drome (allowing tanks to gayly march past 
88's into a nearby woods hex), PANZER 
LEADER should be a decided step forward in 
the area of reali s m in tactical games, without 
going through all the bookkeeping and sub- 
sequent headaches of a si multaneous move- 
ment system. As such, the game shouldn't 
be an unplayable monster. It will rely on Real 
Line of Sight and each hex will have en 
identifying center marker to aid in resolving 
poi nts for setting up a straight edge. All i n all. 



we look for it to be the hottest number on the 
mail order line and perhaps the most popular 
game to be released in 1 974. The potential is 
certainly there It's been our most requested 
game topic for years. An added plus is that 
the four geomorphic mapboards will be 
compatible with the existing PANZERBLITZ 
boards to form those monster situations so 
many of you crave. PANZER LEADER, unlike 
the other mail order games will be a 
bookcase game selling for a bit more than 
the others due to the increased components. 

Besides the mail order line, there will be 
two additional games released this fall to the 
retail trade, they will be BASKETBALL 
STRATEGY and THIRD REICH, a strategic 
corps-level game of World War II in Europe. 
Both are highly polished designs relying on 
abstractions to simulate the subject in 
playable form. THIRD REICH looks especially 
promising and has been the major attention 
getter among our playtesters. It is a multi- 
planar game for between 2 to 6 players, 
using a combination area-hex game system. 
Diplomacy rules exist for multiplayer games 
wherein the game really comes into its own, 
although strangely enough it plays better 
than most in solo pi ay. Happilythough,thisis 
one multi-player game whi ch does not suffer 
when played by only 2 players — each player 
merely commands the entire Axis or Allied 
side. 

Play is in "quarters" or 3 month turns. 
There are three scenarios of 12 turns each 
and a Campaign Game of 30 turns. Due to 
the many rules and high piece density, the 
game takes a long time to play until players 
become familiar with the system. The game 
system by the way is entirely new — unlike 
anything we've ever seen before. It utilizes 
'allocations of BRPs (Basic Resource Points) 
to govern the launching of offensives, 
creating of units, economic growth, and 
political considerations. 

Practically all elements of the war are 
brought into play. The German can build U- 
Boat fleets to try to starve Britain into 
submission and the Allies can respond with 
strategic bombers. The Germans are 
hampered by partisan activity behind their 
lines and can be dealt a near-death blow by 
the effects of the Ru ssian wi nter. For the f i rsl 
time ever, land, sea, and air units are 
actually portrayed together in an historical 
simulation. It is an extremely exciting game 
with too many details to describe here. It 
does have one drawback though — the piece 



density is so high that in some areas the 
players would be well advised to bring some 
tweezers with which to move their back-to- 
back counters. It is definitely a tournament 
level game aimed at the hard corps. The 
game system, by the way, is by John Prados. 
THIRD REICH will feature three sets of 
counters, a mammoth four-ply mapboard, 
bookcase packaging and a S10 pricetag. 

That about sums up our "sneak previews" 
of the new games you can expect this year 
from Avalon Hill. Hopefully, our reviews 
were less biased than the one which 
prompted ours. 

This is, however, notallthat we're doing in 
the way of desig n. We have not forgotten the 
existing games, We are aware that the state 
of the art has advanced and left some of our 
older titles in need of revision, and others in 
need of clarification. Rather than taking the 
easy way out and just issuing errata sheets 
we are completely overhauling the rules of 
various titles and issuing new rulebooks, 
hopefully free of ambiguities and contradic- 
tions. We'll provide you with more informa- 
tion on this phase of our operation as the 
printing date approaches. 

Turning now to the magazine feedback 
from last issue we find a number of in- 
teresting developments. 'Leyte Gulf was 
voted the best article of the year despite 
having been bested two issues later by Tom 
Qlesons"Anzio — Portrait of a Game." This 
shows one of the fallacies of our bi-monthly 
rating system in which the rating of an 
article depends in large part on the quality of 
the supporting cast. If an issue was excep- 
tional, articles will fare less well than had 
they been in a relatively weaker issue. To get 
a fair overal I comparison we need the 'end of 
year survey' listing all the top articles 
together. Here is how that balloting came 
out. 

BEST ARTICLE RATINGS 

LEYTE GULF 2.86 

OPERATION CRUSADER 3.14 

CAMPAIGN AT WATERLOO 3,30 

LUFTWAFFE ANALYSIS 3.39 

AfClO: PORTRAIT OF A GAME .„. 3.70 

D DAY DEFENDED _ 3.72 

ANATOMY Of A DEFENSE 3.76 

ADVANCED BISMARCK 4.26 

The Design Analysis columns continue to 
bring up the rear of the ratings. This is partly 
our fault as we've yet to hit on the exact 
format we want for this feature. We think 
we're getting closer though and aren't about 
to give up now — not with all the new titles 
and design systems coming out of Avalon 
Hill. There will be much to say on the 
planning of new games andthisiswherewe 
hope to say it. 

DESIGN ANALYSIS RATINGS 

PINSKYS BULGE RECAP 3.47 

POURNELLES FRANCE 40 CRITIQUE 3.70 

REED 5 RICHTHOFENS VARIANT 3.93 

DUNCAN'S RETURN TO GAMING 3.98 

SHAWS MATRIX CONCEPT 4-04 

ZOCCWS LUFTWAFFE CRT ANALYSIS 4.16 

The rating of the editions as a whole 
backed up the feature article ratings. We 
reached a high with Vol. 10, No. 3 and 
followed it closely with Vol. 10, No. 4. This 
seems to indicate that it's the high class 
game variant which turns you on. rather 
than an in-depth game study. We have more 
of these in the works, although we're not 
about to limit ourselves to them entirely. But 
the apparent success of features like "Leyte 
Gulf" have insuredthat we will give such 
items top priority. This is one of the reasons 
we wanted to do away wit h the contests —to 
give us more room for variant counters on 
the heavy stock insert page, but 60% of you 
were for the contestssotheyll continue 
and we'll do the best we can with the 
remaining space- The D-DAY feature in this 
issue is an example of a case in which the 
contest space could have been utilized for 
additional counters for the upgunned 
American and German units as well as 
fortification counters. Instead, we've had to 
settle for providing you with all the new 
units. You can tell which units are merely 
upgunned versions of the originals by look- 
ing at the historical designations. They are 
set in slightly larger type. 



ISSUE RATINGS 

Vol. 10. Na 3. ....2-73 

Vol. ID, No. 4 ..,....*.... 2.7B 

Vol. 10. No. 6 3-03 

Vol 10. No. 1 305 

VoJ. 10, No. 2 - 3.12 

Vol. 10. No. 5h..h. 3.13 



The Series Replays are becoming better 
received all the time. The last one onBULGE 
just barely lost out to the feature article in 
our 600 point maximum scoring system. We 
expect the Replay to top the lead feature one 
of these days. They're getting closer as we 
continue to refine our presentation tech- 
niques. We still get letters complaining that 
the level of play in the Replays has been too 
low to merit plaudits. One such writer took 
Mr. Lowry (the American in the recent 
BULGE match) to task as being an incompe- 
tent. We find it hard to agree with that 
appraisal however and recognize Mr. Lowry 
as one of the leading authorities on that 
particular game. Many players have criti- 
cized but few have shown themselves willing 
to expose their play to the criticism of our 
. impartial judges. It's one thing to recognize a 
good move, and quite another to execute it 
100% free of mistakes. By and large our 
players are pretty respectable authorities, 
but when your every move is magnified and 
laid bare for all to see, it's pretty difficult to 
come off smelling like a. rose with an 
audience of second guessers. Most of the 
errors or faulty judgements you commit in 
your own games are glossed over or ignored 
altogether in the course of FTF action, 
Indeed, we estimate up to 95% of all in- 
person games contain at least one major 
undetected illegal move. 

SERIES REPLAY RATINGS 

BULGE 2.56 

MIDWAY ,,.- ,2.85 

AFRIKA KORPS 2.S9 

STALINGRAD 3.01 

1914 , .....4.36 

PANZERBLITZ, 4.95 

Putting on a Series Replay game is quite 
an endeavor in itself and is not a fun 
undertaking — either for the players or for 
us. Everything must be painstakingly record- 
ed and commented on prior to the next turn 
without tipping your hand to your opponent. 
If someone makes an illegal move which 
isn't spotted until later, the whole thing has 
to be scraped. Often, a dress rehearsal for 
the replays staged in advance to insure that 
both participants have the same interpreta- 
tion of the rules and things usually go fine— 
often resulting in a really classic game. Thus, 
when the real thing starts, the games tend to 
drag and often are far less exciting than the 
preceding dress rehearsal — neither player 
wanting to stick his neck out unnecessarily. 
Series Replays are extremely expensive to 
produce, in terms of both time and graphics. 
And when some people complain that they 
can't follow along with the action because 
we show only one sides moves we begin to 
wonder whether its worth it or not. If we 
showed every move graphically, the Replays 
would be intolerably long and consume the 
whole magazine. In many cases showingthe 
defender's turn as he merely falls back to a 
new position is a waste of time and thi s same 
information can be readily absorbed by com- 
paring the positions of the defending units 
to their positions in the previous move of the 
attacker. Showing the move of the side with 
the initiative seems to be the best course to 
pursue. 

VOL. 10, NO. 6 RAnNGS 
GUADALCANAL The Camapign. The Island. & The Game . 351 

SERIES REPLAY - BULGE 345 

AVALQN HILL PHILOSOPHY 110 

HUTZKRIEG INVASION POSSIBILITIES. 96 

DESIGN ANALYSIS ,. M .,;, ._. 81 

A REALISTIC SOLUTION 78 

COLO RUSH ,„,„,., 70 

PAINESHBUTZ REVISITED 09 




Trie Wftin ol editing the now 34 pp formal may t* getting to our 
acinar. 34 pp and only live a'UCleSl Bui new rime— back to ih« 
Question Bo*, Design Analysis, and many mora articles. At taaST 
that's what he talis us! /jT\ 



PAGE 31 



THE GENERAL 



The Lake Geneva Tactical Studies 
Association will once again be sponsoring 
the Lake Geneva Wargames Convention, 
known throughout the wargaming world as 
Gen Con. 1 974 marks the 7th anniversary of 
Gen Con and the event has been expanded to 
three days in honor of this; the oldest of 
American wargaming conventions. 

All gamers of any persuasion are invited to 
the Horticultural Hall, 330 Broad Street, 
Lake Geneva, Wl for a 3 day weekend of fun 
August 23rd — 25th for the fun and competi- 
tion of Gen Con VII. The doors will open at 
noon on Friday and close at 1 1 P.M. Saturday 
will commence at 7:30 A.M. and continue 
through 1 1 . The convention site will open on 
Sunday for the last time at 9 A.M. and close 
at 8. The events schedule includes competi- 
tion in every popular period of miniatures 
and the featured Avalon Hill STALINGRAD 
tournament utilizing 4-5-6 replacement 
rates. Inquiries should be sent to Gary 
Gygax, 330 Center St., Lake Geneva, Wl 
53147. 



Infiltrator's Report 



scarce titles to be shuttled out among the 
collectors. Most of these games are in store 
condition; having never been played. Follow- 
ing is a list of what's available now in the 
way of collector's goodies: 




Speaking of STALINGRAD tournaments, 
the winner of Interest Group Baltimore's 
First Annual Tournament was Robert J. 
Beyma (above right) of Alexandria, VA who 
makes the trek to the Avalon Hill gameroom 
whenever there's loot to be won. Besides the 
pictured trophy Mr. Beyma walked away 
with 4 new games, courtesy of Avalon Hill. 
Among the entrants topped by Mr. Beyma 
was Bruno Sinigaglio — noted winner of last 
year's EAST CON in New York. The unsavory 
character at the left, by the way, is your 
intrepid editor, fresh from another all night 
stand on a current playtest. If you'd like to 
drop in at the gameroom to pick up half- 
priced games (damaged)or join in the testing 
or just plain play a game feel free to do so any 
Saturday between 10 and 5 at 1501 Guilford 
Ave., Baltimore, MD 21202. 

The "Flying Buffalo's 2nd Annual Conven- 
tion" will be held from 9 A.M. June 28th to 5 
P.M. June 30th at 217 E. Garfield, Tempe, 
AZ. The big shtick here is computer- 
moderated multi-player wargames although 
tables will be available for more conven- 
tional games. For more details contact 
Richard Loomis, P.O. Box 1467, Scottsdale, 
AZ 85252. 



When submitting questions to us for answers 
on rules of play, be sure to fully diagram all 
situations rather than merely listing grid co- 
ordinates. Also, he sure to mention that you are 
a GENERAL subscriber so your questions can be 
.given priority over non-subscribers. 




English gamers have been getting Avalon 
Hill games in increased supply thanks to the 
efforts of our exclusive agent in England, 
Michael Hodge (above right). Limeys in- 
terested in picking up Avalon Hill games 
should contact Michael at his 646 High Rd., 
N. Finchley, London address. 




Pictured above are the volunteer workers of the 
Avalon Hill booth at the recent Model and Crafts 
Consumer Show in Anaheim, CA. The four 
Spartans (members of Spartan International - a 
professional gaming organization) played games 
during the show and fielded questions from the 
25,000 in attendance on both Avalon Hill games 
and wargaming in general. Miss MACS was also a 
definite asset and aided immeasurably in the games 
playing. Is it any wonder we're swamped with 
volunteers to man our exhibits? 

LOYAL SUBSCRIBER DEAL: This month's 
special offer is a collector's paradise. 
Recently while moving one of the company's 
executive officers to a new home, a cache of 
forgotten "library" games was unearthed 
deep in his basement. Avalon Hill has always 
kept a library of two copies of every game and 
version ever produced. Way back in the early 
sixties when the company moved, this 
library was deposited in the above men- 
tioned basement and forgotten. Since then 
the library was restocked with newtitles and 
is still full strength. But this unearthing of 
the old library provides a few more of those 



Quantity 

1 
3 



4 

3 

4 
3 
1 
1 

7 
2 
2 
1 
1 
1 
4 
1 
3 

3 
1 

14 
4 



Title 

Nieuchess 

U-Boat 

(1st edition w/metal ships) 

U-Boat (cardboard counters} 

Management 

Air Empire 

Verdict II 

D- Day "61 

Jutland 

Guadalcanal 

Word Power 

Civil War 

Hex Gettysburg 

Chancellor sville 

Bismarck 

C&O/B8.0 

Lemans 

Dispatcher 

Bismarck 

(1st edition — gaint boxes} 

Stalingrad (gaint boxesj 

Waterloo [gaint boxes) 

Baseball (flat box editions) 

Football (flat box editions) 



Collector's Price 

SI 5.00 
S 18.00 



$12.00 
S10.00 
SI 5.00 
SI 000 
$15.00 
SI 5.00 
$15.00 
SI 0.00 
S30 00 
S30.00 
$30 00 
$15.00 
S1800 
S15.00 
$15.00 
SI 8.00 

SI 5.00 
SI 500 
S 6.00 
S 6.00 



Now — how to parcel these out fairly to the 
many interested collectors of first editions. 
We started out by disqualifying Avalon Hill 
employees— several of whom were foaming 
at the mouth at the prospect of adding a 
perfect Civil War or Hex Gettysburg to their 
collections. Then we decided to limit it to 
GENERAL subscribers only. This still leaves 
many more collectors than games available, 
so here's how we'll handle it — if you're 
interested in any of the above games send us 
a list of the games you are interested in 
purchasing at the above prices along with a 
stamped, self-addressed envelope. Send no 
money! We'll then hold a drawing for each 
collector's item in which there are more 
requests than games. The winner will be 
notified that he can purchase the game and 
upon receipt of his check, the 1 st edition will 
be sent. The postage coupon printed in this 
issue of the GENERAL will suffice for 
postage costs. 

The Cincinnati Games Convention, 
scheduled for July 12-14, 1974, promisesto 
be another 1 st rate affair. The event will be 
held at the Xavier University Armory for a 
two-day admission charge of $2.50 if 
preregistered prior to July. University dorms 
will be made available for convention 
attendees for the very reasonable rates of $6 
per night (single), or $4.00 for double oc- 
cupancy. These air conditioned, modern 
buildings are the utmost in convention 
facilities. The main event will be an Avalon 
Hill Tournament to be umpired by the 
Professional Wargamer's Association. The 
winner will receive $1 00 cash. An additional 
$150 in other prizes through 10th place 
make this the boardgame convention of the 
yearl 1 1 Participants may play any game in the 
tournament that an opponent is agreeable 
to, but must know how to play Afrika Korps 
which will be used when opponents can not 
be matched for other preferences. There is 
an additional $2.50 fee to enter the tourna- 
ment. Interested parties should write Jack 
Hesselbrock, 31 1 Miami Valley Dr., 
Loveland, OH 45140 or call 513-831-5343 
prior to July. Prices will rise at the door. 
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OPPONENTS WANTED) 

Will buy, trade or sell games. Want BUn_rekJ 
and G-Canar Will pay reasonable price, Also. 
scekrn«mBers(nTihe:TSGF-Ball league Gallon 
Write. Dennis Cook. 1406 Linda Visia Dr.., 
B irmingham. A I- 3S2 26 *22-tXi59 I 

Fit bflfwk&n «fan— — so* tuontttrteftl feu on 
anything _H you i^an «_*■ Mike Dicker., 
6509 Chevighy Si.. Anchnraee. Alaska 99502. " 

344-0668. 

The real historical QOB1 No artillery, point 
system, tillUlfli mechanized movement phase h 
Pbm hard core Fr [WO Send a S, A.S.E fur the! 
ndn, pickceiherside. Richard Cochran, 2914 E 
Moreland. P h ocru jt. AZ SJOOc : . 27,1.3733- 
Wiii play all who write in P-nlii/. AK. D-Uay. 
F-W. Either ■side pbm only. Prompt response; 
guaranteed! Alan Dam U|9 N SiateCollege,: 
Apt 117. Anaheim. CA 9Z806. I 

Opponents wanted, age 14, wm't mind being: 
wiped DID at L WafTa. Stock Market. Richi. 
War. and will learn olhcrs. Anyolubs around.? 
Joe Irwin. Sionybrook. Anaheim. CA 93804, 
327-4352 

(ierman war machine Lin imvte again' Will play 

advanced (if L-walfc. P-Blit/ Will play most 
any nighi. Frank R is key. H553 Rarnuna St., 

H,.|l;|pu L r. i A s)Cj70!\ 2 !..'_„_<__ |_^__ . 
for ^lr: one Management and one Civil Wat 
Both complete and in wed. shape. Highest 
Bidder mn S25.0O for each G N. WtjIFsberg. 
270 Igo Way. Boulder Creel*., CA ?5O06. -8 

33B-36E9 _ 

I ■-.:■,., ■■ • ,-!!■.. i^:,'n'<-;-::V. !-\;-Jkiu . ,s,i,l i 



Help! ^«<1 phm opponents for rJ-Kneg. <\-K. 
win iradc Luftwaffe for Anzio or G-Canal. 
Alsodcsperaiclv interested in aclubin rn-yarTa. 
Please help. Vince Glady. Country Club La.. 
Cy:iora,CA 91720. 715-4367. _____ 

\ut.ij: p-.is'j - jr I- 1 ml- V I ! ,i.i?i- .li--l:V-- III 

opponents in AK. fr&iu. K-Kpiel. R-War. L- 
Waffe. ALso will huv ot lit r^ for reasonable price. 
Sorry no pbm Bruce Zollars. 51 1. 4th Slrcei. 

t iii.mjJit.CA 92M 8. |7I4; 4_15-rJ322. 
Pbm opponent* Vjr rated for Stalingrad Abort 
Average playet. Either side, 4-_-f. Re.pL Es- 
changc it attack factors.. Erik T Ferguson. 730 

Rairujli C.k-iTJ.Tir. CA ■J I 3l 5 

'.■...-.iti: I -n,!„i. ji; : .r-.t- l.nr lii l-' jt! L-ii:-d itni>,: 

have. Call collect any lime. Ask far Dan Daniel 
Palcck. iBOfi ElCampo Way. N. Higlilaiids, CA 

9J66C. 916-»1-°I2T. 

ffecdrtfXT^nns fi>r AriitaKmp^il'riltifiniLirtl 

oc anything you havs. Will buy good 
Guadalcanal and ■ or Waterloo. Richard Ellon. 
4WB Douglas Ct.. Plcasamon. CA W56u. 415- 
W-fi36^- | 

Anyone inlcr^klf in i.irn-.:nj ^.jjrj^min^Lljn 
in RanchnCorduva^ U so. please contact me so 
we tan gel U together. Evtreii E. HasleH, lim 
II Caprice. Ranchp Cnrditva r CA 95670, 362- 

2IB6 

Sell or swap new BIlij for Midway Warn 1 uh. 
or P-VUtt. opp. pbtn or ftf Sacto.-Roscvillt 
Area. Jit vicr Soli^. Jc, B24 Q St., Rio Linda, CA 

95673. SHH-L27J. I 

^orsalc. Mini 1914 JB. War heat offer. Warilrd 
Jutland, Anno in good condition. Send descrip- 
tion and price Will Brad- Also ftf alrruKi 
anything. Jeff Attebeny, ISO? Tanglcwond. 

RoscmILc. C A Mfi7_8. 7 1Z-1594 

Experierirtd Pn/Ulu/ frcat desircn ftf op- 
poncnls for _hn«tl all AH gA|n«. Michael 
Shields. lB.Amelhyit Way. Sa* Francisco. CA 

94131. 

I am intcreMeil in Lhe act i^icikc:) ol war game 
deUgn. Anyone else in Santa Mnnica area 
inifresied? AniDfiio Leal. 1454^ Euclid, Santa 

Monica. C A "04 04. »l3-aSi -Leal 

CavaJierslPaul Manttemci! pacin'soopa El-ball 
league 31 6-1. Now forming 1°74 Football 
ieague (^e p. 21 Mar 'Apr General). Also plan: 
LeMans and Chew tWlfnie*. Jim Relllv, 2609' 
W, LaVeme. Sania Ana. CA 92704. (7l4t 5J6- ; 
7119. 

fiim iMip'iiiLiil' hj:i!cJ fi.n l'!M. I'.in^rhliL'. 

1940. Flf also wisniojoiTtduhinniy area Mark 
J. Cerny. +6 Escanvo Dr., So. San Franciwo. 

CA 04080, i4lil 761-4919 

Wanted ArtvLo gonsd conHTtion, Send price, 
win pay postage. Also need phm. opponents in 
mod games. Have no pbm kits, hut will pay for 
half John Becfcner. I L5S4 Acama St.. Studio. 

CA 91604. 763-l%1- 

Need pbm opponents to leach me ho*. Am, 
matter of M-way. Sell good cond G-bwr| or 
trade or buy LeMans.. Rick Ulgtiin. Nisson Rd.. 
Tuslin. CA ^2ft«0. B44-»27E 
KiTcr Itrause challmges all in pbm l..nfl -irffT 
Tr) to be ibe tint id bumiliateTTic Pbm R-war, 
bui need u) buy half a kit Leonard Krausc. I4S5 
AtlcrpiJTy. Walnut . CA9I7S9. 595-7094 
Good player *ould likcfifiipponeni^ Tni jII AlT 
and nthcr companies' games. Will play anyone. 
Would like to know about Operation Contact. 
Jc*l B-lBfl. I' S J -_-*B- Cfe, Weitlake 

ViLlage. CA 91341. 4952087, i 

Auction: !9|4 and li-iml miiumum bid S 
SS 00 Also D-Day and K-sfitcl min. bid S6.50.; 
All games in gpod !o excellent condition. All 
bids answered. RicX Byrens. 1 5260 



Society is looking for new members for ftf play 
ofanysntlallwargamefi Contact: Joel S Davis, 
2900 E. Aurora, 251 . Boulder. CO Bfi3[13. 447- 

CML 

will play pbm Afrika Korpi nr Irani;? 1940. 
Would like tu be German in AK and any in 
France. Will answer all letters Andy frown. 

^IJVi ■...-! iitk!. iJ.-r-.'.fi CC! ^::;^. ." ".___;. 
Vecd oppnncnH m IS.iLitiiweO Denver area. Nil 
pbm will play S-grad, B-kricg. Taclics II. G- 
burg W-looAnzio.O-Day, 1914. AK., Midway. 
;■■.,-::--.!: Fr. 40. Scott Burger. 4122 So. Vrain 
S».. Denver. CO BiJ2?b. 7W-J3W, 



t pLaye: -. ■ I .u:n!: .ii:: J ■_■ ? i - u >■ nhmlor \~>~lf> 
Claten« Marshall, 157 Eastern Pkwy.. Devon. 

QQWlffi, fi7a-736&- 

Aveiii|r piwyer ^ecks ^prn'neni^. hv n: i-ihucc 
40. 1 776. A-njio. P-hliti also many other pop- 
ular wargames. pbm Aniio 1 haw kit. Jim 
Dickey. \2 HiUcnaft Rd-. Whdy Hills, Neward, 
DE I97| |. 737-5677 

Ftl or pbm opponents tor Jutland. Midway. B- 
Bulge. P-blitr, O-hurg Have no pbm kits. Am 
willinjj to learn new garner, Interested in G- 
canal. Bismarck. William Field. SI Old Red 
Mill, Newark [J F. I97LL ^7-1494. 
Want to buy Bismarck, An?io U-boat. Jutland 
and Guadalcanal Also looking for opponenis 
for all AH battle games still being sold Henry 
Dove. ZUS Quebec St.. NW. Washington. DC. 

20016. W06-8I32. 

High Schonler -ill, ant n ,,,w n ability demand, ! 

an opponent of any kind. II!. Will play most AH 
games and miniature*, ton. Write now. Anv 
club*? Mike Willegal. 24« ME. Slsl Si.. Fort! 

U^Jerdple. Ft- 3J30R 771-8792. 

WibiiwJ playc;^ loi a tsKil^-pijyer fa™ .i 
Blil7lcricg. pbm only! My group would like to 
battle another club or group. Gregg Sakala. 
IOJ50 W, Okeechobee Rd.. Hialcah Gardens. 

FL 33016. 822-4 ISO. . 

For Sale: Jutland in 31 ore com. to hignesti 
bidder Ralph Boyd,. 761 NW 196 Terrac*. 
Miami. FL 33169. 62^9812. 



OPPONENTS WANTEO 

*Mew wargamcr wanu ftf G-burg. A-Torps. V 
grad, D-day. P-bSitJoraryoihergames wiLlbuy 
also play to end. (even if losing). Dav* Roberts, 1 
IQ&75 5W 2l6*t.. Api- 7 1 L. Miami. FL 33 170, 

23B-E67IJ, 

Neededl Ftf opponent Tor any Avalon Hill 
wargame. I am college age tf0MM ability with a 
Jtrong desire for any type player* Glenn 
Tempfl^- 2 7 d SE 6th Si., Pompano Beach. FL 

B06Zr'!OS)946-Wil- „ \ 

Need complete "Aniio and or -1914" 1 owest 
bid accepted (mail bidsl also Ftf Bismarck. P*- 
Blii/. Bute. ["J-Day. etc. Fred Botcro. 124? 
Allgood Road. Stone Mountain. GA JM>BJ. 

294-745B. ^_ 

An mviiatirin frnjii Strategic ALr Command to 
pbm R-war. L-waffe r_« pbm 8-kricg. D-day. 
Midway. P-blit/. F-40, others; 1 776 if possibEe. 1 
Average player, prefer Alties Glenn Brook!, 
P.O- Box f. r Calhoun. GA 30701. (404) 629- 
7 143. . 

\\.ii,.v ■-■'. .■..-■ ■■: I::ph -l-:ii--uI Lii:t ni-Mii Ml H,i-; 

W-!iid Wiil pla\ Litivtine Am I the onlyGamer 
nn this, fool island? Help! Peter Wiley, 1 1 Spring 

St.. Hilo, HI 96720 

Need III opponenls in Oariu area. Have most 
AH games Steve Crossman. 17, 277 California 

Avfr. Wahiau.. Ill 9f-W, gl-M 

\nr.Lge pi.ivti ui' collrg;: .?ji: desires pbm 
opponent for Blitjkreif. Russ Hurlbut. 1616 
Oak Park Ave. Bcrwvn, 11.60402.(312)484- 

«LL .^ 

An-ragc adult wckirt)! Ill opponenls lor 
Richthotens war. E^t_U. A-Korp, Bulge, S- 
Gtad. Jutland. lU-Boai. Bismarc*. D-day and 
otheTs. I have all games. Thomas A. Konwal, 
532e^S. Sawwr, Chicago, 1L rj063:. |?I2I 471- 

1479. , 

Waril 5 pufclnue n n games, out-of-print, new, 
current, tic. Price is noobjeci. Will accept pbnt 
challenges to all AH games from mature ad- 
vanced players Dauglas Nowokunski. 1010 M 

laSalle cJ iicage. I I. &06 ia 

For sale; IvM'.n mini »i..ki: tu>ugtU cond-Mrver 
been played Will wait 1 weeks for bids. Don 
Bolkin. 1*01 Claverdale, Chtllicothc. 1L 61523. 

274-4209. . 

Above average playci imIIe^ aje I'^m I'-hki/. 
Fr 40 or Luft. Choose siiuation. Am always 
Germani. Wish to eonUS any gamers at 
Northwestern University for f if. Fred Meccia.' 
92.10 Ewing. f.v^ nston, 1 1. 602C3 . 67 ^4v I? 
Hf board (jaine-i.iiid niiiimures playcii wanted. 
Allies wanted lor line's 113. Members wanicd- 
!or Spana and P.W.A. I nc_ convention 
information. Paul DeVolpL. 603 Columbine. 

Lisle. IL60;32. |JIZli 964-1297, . 

Will trade 55355 Survival perfect condition 
lor JutLand. Bun ■ ret, 1914. PWkl or Origins 
WW II. Stephen Tiet?.622 E. Carroll. Macomb. 

1L 61455, 309-a3&-9976. 

Drspe^aiek- warier! ;irid needed: Aniio. 
Jutland. U-Boal. Bismarck Will pay almost 
anvihing JoeSffcofsti, 1410 N. LathmpAve.. 
Ri ve_F L.r esi. IL 60305. (312) 369-7166. 
Wan(«J pbrn Bpponent-s. Also> will buy 
Chancel lorsvi lie or Taclics IL All letters 
answered ai once. Name your own poison. AK - 
Gettysburg* tie. lorn Nolan. 215 TaJIman. 

ftomenville, IL 6044 1 . (EH5) 866-0387. 

Average novice wanting fir in most AH p3et. 
Pbm AK I'd take the Germans you Ute the 
crying towel Keith School, 9307 Irving Park. 
S chiller Park n Mil ?^. l_^J _!_____ 
Must have! 1914. Jutfand Price 5 NO oJijciri 
Send condition and price. Also all issues of 
General containmg articles on WW I. Tim Pyle, 
1315 East Bib. Anderson IN 4MI I2. MJ-S17^. 
Vi-' ill' l,r ;i-.ui;ii:-.- ;n,'.;,vi Ji'Mit- i>h:n L.pp, = r:i:r.[j 

for Blilitkrcig. H-Pay Prefer you know rules 
well as this mv onN weak poinl, Ken Mincat, 

P.O. Bos 37ftj , Eivans vil I e. IN 

Wiih io pbm P-bliti. fofsale. Jutland. B-bulge. 
France 40. Will ftf any one. any thing. Also 
inierested in miniaiures. Join clubs Jim Youse, 
6221 Old Brook Dr., Fort Wayne. IN 4&$l5. 

485-1971. 

Want to h-.iv CL-rtjui ...nit-. ..i ihv General not 
available from AH. Original or copy acceptable- 
Want issues up to and incLudmg Vol. 14. No 4. 
Duane C Fant, 3377 Meadows Ct, Apt. 3. 
IndLanajwlis. IN 4620>. ?46-2T79. 
Wisri to buy Nos. 4 _ 6. Vol. 3. 5 A b. Vnl 6 of 
the "General" Will pay S2.00 each Potttjje 
included Dave Powell. BB38 S. Illinois St., 
Ii,diuii,ipi.;^. in J'iJI". swl-i 3- M. 

i or -..L.tf t :i.ni,v.. .•!•■. if.:, fcivn.l Li.iu:ih..i: <uil 
about 35 units missing. Best nffer two weeks 
after mv General arrives. David flan per. 4222 
Hickory Rd . Mistiawaka. IN 46544,(219)272- 

S6S2. 

\V.imi-.l n.iiiiL-des'. t 'r:ia:i. uI^.l- mi^vmh-h^ lui 
CRT, Mattia. Rcalisrn additions, etc.. _U 
chart on Major Countries Armies hy Division 
WW II. all help appreciated. Bruce Boembe^e, 
72 Siinnw-rest. Osceola, IN 46561. 679-4070. 
Pbm France 40. Waterloo fkitj. AK (no kit). D- 
day(kiU. Ftf opponent lo teach me Bulije You 
~ must have game. Call First. Cant travel. Kevin 
Hollenson, 117 5th Ave.. SE, Oelwein. IA 

50M2. 2B3-3B3L 

Wanted pbm or ftf for Stalingrad Ji:si houchi 
pbm kit lor the game Brian Reynolds. 9213 
West B2 Terrace, Overland Park. KS 66204, 

64969n4 

Want to find Wfrers Clubin Greater Cin.. No 
K.Y area for AH games. I'm 16. below average 
skill. Andrew Lutes. 7 Parkway. Cresiview 

lli lk KV .3 10 17. 341-64 41 

Twenly-itK year old adult, who is a Srj~ ~ ai 
pbm. jt-ires ii pp. .unit- foi l.l-day, Blitckricg. 
and chess, Will finish every' game siarted. Bobby 
GeneSiepp. Route 2„ Hatfield, KV4I5 14.(606] 

2J7-4767. 

Waned: Keluhlc and cxpL-nenc:d uppuiicrt; 
for pbm Blitzkrieg I am Red Army. All Idlers 
answered,. Roy PaUhell. Box 646. University 
Vauon l. :tinjr-jft, k V *!}*.■■■ ■,«W>Sj 5* IX* ? 
LooJiinjj lor War-pamers in Owensboro. If it 
has riilei, can play it. and probably have it. 
Looking for out-of-sl«k games, reasonable 
price. Joe Harrison. RR. 3. Philpot. KY 42366, 

72Q-49I I. _______ 

w ,inieJ lf-,:n;iu-k L.nid luiidiiian Include 
postage in bid. Take lo*eil bid Tom G. Ryan, 
50.1.) Puidur, Melairie, I -\ 70W3. 4 50_>S.S.1- 

4563. , 

Wani to buy good LeMans" Tnr Sale: New 
IJI4 Alsn desire flf ..|--:;.:jki.--. .-, moO AH 

games, especially i-ooibull ^Uategy in form 
league in N.O. area. Noel Vargas. Jr.. 69L>7 
Argonne Blvd., New Orleans. I.A 7!] [24, 2B2- 

8497, 

F'orsaJe; Vol. I - IX of [he GENFRaI c*ccpi 
fnnhree issues. Best nlfcr over !90. 5^1 of the first 
54 GENERALS Burt Labelle. Fc-rest Park 23. 
Bidde ford. ME 04005. (207)2^5577. 
Want Uiplotii:;'.;. Suik Lor,oliLpp and price 
including postage. Will pay lair pnee. William 
Boynton. 92 Ne* York St , Millinocket, ME 

04462, (_B7J72^I.43, 

Wanted: G-ranal in good to mint condilion. 
Stale bid and cond. Send NO money! Will 
a-ccept lowest offer before June 30. I will pay 
postage Carl Chatto. 16 Franklin St, 
RocMand, ME 04641, {207)5514-5001. 
G~uadalcansl tor ■:■.:. \.:, : n-ndition. SI0, mtn- 
bid. Also want pbm Tor Fr. 40, any other* if you. 
jQa___JjfM, . _*_ .JG_%KH -*!■ __ 



OPPOMEXTS WANTED 



OPPONENTS WANTEtf 



:,MI")2J1«1.S;>" Av?.W i _:i!.;v..vll. "^" : '■■"*■*,_ 



WANTED! Hf opponent for 1940, Pi-bhtr, 
AK, K-spicl, ft-war. L-waffc and B-krieg. Will. 
leam other AH games. Surely someone near me 1 
isatrooper 1 R"h Weisi. 3314 l.ynne Haven Dr.. 

fljillirnoit. M n II ^IJ-.^-X^u 

PbmlorSf-ts.iv I'-hLu. W.rcMivi. 13.1... -Msli 
ftf. Will s*l! C&i) EfiO, l^ManH. best price or 
trade before June- You supply kits, Leiiers 
answered Andy Wright, 490* Wilmsli.Vf Rd., 

Baltimore . Ml) : 1 .1 l"i. 4(^0^ 

Pbm or ftf Blitz. Lufi. Getty Isquare). 1940. 
Mid. Re-»ar. Can play Bulge. D-day, AK. W- 
ico. Panzer. 1914. Would like DO buy Bulge.; 
Danny Swerdlow, 5704 Leno* Kd.. Belhesda, 

Ml > 20034. iKm22'*- r.P:r-4. . 

Anyone wishiiic tu i.iic jijii in * Afnka Korps 
pbm tournamenl please write Will buy 
Chancellorsville in good conditiona and G- 
canal. Stan Hooker. 7105 45th St.. Clievy 

Chase. MP 20015, 652-3007 . 

Average adtifi lu-rd, prim nppsmenhS-grad. W- 
loo. B d! B. E Agrommus Scparatus. Peiei 
Boy urn 406 Armstrong Ci., F. Laurel. ML> 
208 1(1, 49^-2430 
Need opponents f&r B-kreig. K-spiel, P-b1iiz. 

Tactics and Lull Will karn others. Ait Jensen. 

McDonogh Schuol. McDonogh, MD Z_QS. 

36 3-226L 

_WrTh to p!av htPb. 1776. F-IO, Moo, Richt L s 
War. fl-krieg. Bulge. Midway. Loft Sell or 
trade K-spLd, Snick Market. Trade for Out-S 
and or F'ool-B pbm my games, but dan't have 
pbm kits Richard L. \1ill_r, 7708 Den Meade 
Ave.. Quoit Hill, rip 2toZ. 34B-JSI I. 
Have Dispatcher tor sak >.'r irnd, 1 for .\tw.n. 
1914, G-canal, etc. Looking for ftf in Gxon Hill 
are. for AH. miniature* no trans. Max W. 
Underwood. 1617 Tavlor Ave ... Oxer Hill. MD 
20JJ32. 292-2 1 9i, ^_^ 

SS'i! r.i, ■'■II : ■■" :; ■ Ilmi'i; ■ I,: |-:.:i ^.i^i ,■: 

Civil War. Scott G3asser. Velvet SVallev Way. 

Owings Mills, MD 21 1 17. 363-6361 . 

Helpf Desire challenging ftf player lor most AH 

^amtrs espcL-i:slb Sl.iliriEiaO' arid Bulge. Paul 

Hannah. 1 1 10*' Bybee, Silver Spring, MD 
20902.649-2319 

ss-Y--,:;ii !i-l' niiwi iii.iri.n. i;n how to obtain pbm 
kit for R-war and in opponent. Jobn Doyon, 17 
Lake Slreel. Abington, MA 02351. I6I7JE7L 

0757. 

Copies oi . iT3 StalingTad. Knegspiel. 
Waterloo. 9ht/kiie_:, Richtboffens. War, Good 
condition. JJ.OO Luftwaffe. Fair condition- 
13.00. IT1 pay postage. David A Beamer. 625 N. 
Selfridge, Clawson, Ml 4BOI2, 43i-266fl. 

Melro Detroit Ai-ira' "Irifuiiiial i_:ir-i.i fi bi Willi 

regularlv meeting club. No Red Tape- Malurily 
preferred. MGA and IGHIP affiliated All arc 
welcome. Give us airy. Michael Bannikowski. 

q j3 Stewart. I inc.l n Kark, Ml J.h t4o, 92S-7744 
E^cclleniaduh pbj ei desires mfci on Mo. Clubs 
and. opponenls. Just moved from East. I'm 
joncsing for some vktims Ftf or pbm. All letters 
answered, l.indscy M. Murillo. Rl- L Bos 1-H. 
Linn Creek. MO 65052. Bus Fhc-ne: (3 141348- 
2283, Eki. 570. 

t r. i 1 1 : =_ •, I ■! -.Lli'.ir ■.-.!, Ii lill sV : -| .Ml I, .ri .ii- : . 

Manclteiler. MO 6301 1, 1 3143625-61 19. 
Bepnning player desires opponents of average 
ability io play Waterloo and.' or D-Day. Pbm 
only. Bill Bailey 232l> I jUvette, St. Joseph. 

MO645Q7.27Q-0S . 

Beginning, player desires opponents of average 
ability to play Waterloo tndjw l>Day. Pbm 
only. Bill Bailey. 2320 Lafayeiic. SI. Joseph... 

Mq_6 4^7, 27<-rj592. 

Pl'avcr. _t -2. Wilh— io pE_ AK and Bulge 
tneerfkil). Wish to sell Krieuspieltor best offer. 
Teny Shoplaugh, 827 Fontaine PI,. St. Louis. 

MQ6.l37.-b7-.bS5, 

Warn new members for Twin City Wargamcra 
Club. Momhlv meetings. Gary Dayion. I85W 
Yakima. AroU. \i\ >^H3. 427-7248. 
W':ilira.Hel5L4:\n An/i^.. G-^niiL fc--n a iL-k ,.r 
Rich's War or will buy above games. 1^ |4 in 
ckccII. condition Rah to the 34 pages! Alan 
Carlson. B63.3 Harrison Cir.. Bloomingion. MN 

55437, &3I-6440. 

Any dubs around? Would like flf opponent 
most games. Rick Petersen, 14] Nynas Rd,, 
EsJco. MM 5^ -. [21 k.jk :•>- -5 « * S. 

RcitifiniiilJ |i|_vei L-ol'-fKf :ijl- s^anls Itf Op- 

ponents. Have AK.TAACtl land D-Day or will 
play yours. Will trv anv game. Miehael Knoll. 
2329 South 5Hh St . A-II5, Minneapolis. MN 

55406. 339-1936 

Meet yuut doom in A K. B-kricp.. W-loo. S-grad 
ftf. Red in rtkriep, Ruojgn m S-grad. German 
in AK. Napoleon in W-W. Get ready to get 
beat! David Gray. h065 Eowaod CI.. Norlh. St 

Paul. MIN 55109, 777-7299, 

Wish to buy Jutland and Bismarck games. Also 
Tac.-ll and Anzio pbm kits. Send price and 
condition within two weeks of receipt of 
General. Randall C Harmelink.4SS. Winthrap 
St.. Si. Paul. MN S5U9 735-4455. 
Pbm P-hln/v..iir..d I mil hn\ m. kit lia^im 
previous ex. but quick to learn, lihink I'm good, 
bui don't know, try me, Tim KoMn.2J2B.Lydia. 
St. Paul. MN j;iiJ.631-S7LS. 
Average appninent near ,ige I? Wanted to play 
Bof H. A K, D-day. S-ffrad.Tae and K-tpfllW 
only, Mark Palagi. 2124 Oregon Ave. Buile. 

MT 597QI. 7g2-40irV 

Want An'iao. If in guod condemn, with ill 
original pans I will nay almost anytbing. Am 

.|i,n inlerrsterl in jLll.ind M.ikt iitl.r. .ill leneij 

answered. Robert Larson, B0I0 Joseph St., 

ii i, ■;,!■!. ■-■^•^;i '. j, vj> ! . : - ■''■•■' . 

IE.i-. :: ■ i:.il i : i - _" : . i ;_■ ■ | ' ;~ : .- 1 1 1 ■ : i I ••■:•'■ i\'f •■• ;u.n 

to hobby's use. Be detailed aboul project and 
prepare to support basic (SOttS. Roger 
Robitaille. Boslon Post Rd.. Amherst, NFl 

0303L 673-5144. 

Wanted Arii-io. U-boat, BSsniarck, 1*14, Will 
pay any reasonable price. Pbm G-canal, EiF for 
any AH games, Frank J. Marn.fl. MB N 
Brighton Ave, Atlantic City. NJ OB40I. 

■v09i345- 49Q6. 

Aslt:il-c pl:ner j-jih'. <:■ ■ • p p ™ ni s d.r ^K, S- 
grad, t__- and Midway. KeKb Vine. 523 
Austin Ave.. Barrington, NJ 0SOO7. 547-2979. 
For Sale Brand new G-burg S&OO. Danny 
Arcure. P.O. Bon 59. Chesler. NJ 07930, S79- 

7J-E7. 

PbmL.w_fe. 19147 At! letters aflswerod. I have . 
kits. John Trc-sky. 459 Wayne St . Jersey City. 

NJ 07306. (,201)433-1156. | 

Average player of Jr. Hi. Age wishes pbm 
opponents Tpr Afrika Korps. Prefer allies, but 
will be axis 1 will tear you to IttJP nils Gary 
McLean, 41 Virginia Ave.. Manasquan. NJ 

08736. , 

Join our pbmcluband Hndthat rigbt opponent, 
scarce game, or General. Our '?ine also needs 
articles, _ame ideas, graphics, gamemasters. 
contestants. Write; Michael J. Stephens. 
Pickwick Ants.,C-l 5 ; M aple Shade. NJW-52 
Would like members for new cluh. Ages 12- IS 
Also request ftf players for S-grad, Blitz- Chris 
Ward. 2740 Bangs Ave., Neptune. NJ 07753. 

f7*-7Q4q- 

Desire pbm opponent in "Wind" t'-blitV. sImi 
referee Rules in General Vol. [0. No- 4. Boih 
must understand game and rules Like to be 
Germans. .Duatin KnellhotTer, 45 Parkview 



For Sale: France 1940 neveropened -Jb.M 
Average player, adult, will ftf any AH game 
with person in L*s Vegas area Call or Write; 
David w Purccll. P.O. Drawer 157. Boulder 
City, NVS900S. 293-2197. 
Novice player ot Junior High School age. 
Desiring, flf opponenu tot Gettysburg Will 
Leam other AH games David Downing, 5100 
4th S.W. Alhqucruuc NM IS 7 in:.. i n;-SU2 . 
A-il':;ili: liki'.i:! ■*.!!: i>o:n fr.m." 4ij ;ir 1) l.'.iy. 
AK. S-grad ftf. Ptefet Allies, but will take Axis 
Keith Spicer. P.O, Bo» 6M, E_ni_e. N M BK231 , 

394-23» 

Wiih io trade K-spiel for 19 14 or Guadalcanal. 
Need Tlf oppuoems. for most AH games. Any 
clubs in area? James Motl. 101 Park St , 
Binbamton. NY J3905 L 797-4793. 

(in.'-J :■__!■_ ,i :■' iM M.i.n- |-:-'ii: ■■: !" .:.;■■■:;;::!: 

for P^bliti. AK. BliU. Fr. 40, 1776. R-war. Club 
meetings every week. AH and non-AH games 
Jerry Murphy. 2S24 Coddinpon Ave., Bron*. 
Y 1046b ^ 212)SY2-4952 

li.ir.l-- K-:."''( ,..:Lvl,- ...ll.it pl.L>er «,i|Hs IT 

opponents for 1775, Guad.. and do_enscf other 
titles of many publishers. No pbm or 
miniatures. Thomas Hilton, 252-74tb St., 
Brookkn, NY M2Q9. TF6 7 083O-^ 

r-or Sale" Eu hi.li^l bidder [■onli..ntation, 

Gettys.. Hex. Vietnam Minimum bids are 120.. 
B15- SI}., respevtivelv Laurence Rusiccki. 34 
Sharon S i. . Bmn kivn, S\ 11211. EV7-3979. 

V.'',!ii^i C<- nip. ■.'!,'. ^•:-id i-..:i:lv..:r; \r!/ii, .mtl 
HiMiiau'k ^'llliiKL-ptloiVL-M pn.Eii.ketl. rie.isr 
conlaci by June IB.. Cunis Siarr Cook. Cole 
KJ..Ri :.tarihi=_e. ^V l'M^.|3l 5i493-l740. 
Pbm Water Loo and AK w-jrh valient H.S. player. 
Will spike your cannons! Kick sand in your 
face! May even win! I also want ftf BAD! Bob 
KaLinowski. 7 Saratoga St.. Cnmmack r NY 

11725. 543-8537. 

Will tiuy •■: lfark :..r new -\niia Still want 
Gelt s.[HeJtlCoon(ers,wilL purchase back issues 
of General Warn info on miniatures, preferably 
Anno, John D'Addario. 35 Qreenbush Si.. 
Cortland. NY 1304^ i627i 7y .1 -j hr. 14. 

HI only Average playci hi iliiij !lil's C';iil i;nls 

he reached by phone on Taes, and Wed. 
between noon and I P.M.. Tom Spiritc, 

H.-'.si-s-.iIIl. N-i ■.."5__ [607)fi65-6533. 

t: ■: pLnytT .T'l'LVn ^.thnol age Own 24AH 

War^ames. Wish lit lor ,iny ^imes- Wish to buy 
out of print AH games and any discount games. 
Sleven Van Schulu. 220 Clay Pitts Rd.. Fast 
rsorlhporl. NV Lj7__ 4 ________fc£aL 

Avt iiiyt 'ad'.i!: •;■.■:'■- i'h:il .i|i|.vir..:iii, i.n liiii^.r 

BhtAKg. Quick answer to all letters. For sale. 
new Pantetbhu wiih uri-used pbm kit 11 1. New 
Lufl. wilhout kit IS. Ted Fa^o, 42-09 itbaca 
Si- Elmburst. NY 11373. 

bulise. \fFikii Korp\ and D-Day plus 
Stalingrad, 1776. Midwav. 1940, Waterloo. 
Bismarck. Luftwaffe. Riski. Erie McChiskey, 74 

Wicks Ct.. Hi a -- siil-:. \; II*. 

Warn to sell Jutland and tiua_d_nal. Will pl»y 
flf P;Blit7. Luftwaffe. France 40. Bulge. AK 
and 1776. Want Io find oul about pbm kits. 
John Zirkel, 34 Fountain St.. Hicksville. NY 
liaOl. WES-JO LP, _______ 

Um.li.M.i.1, L,.i-j IM-rMi (,- t :,i;.il Willsu'lil 

have to. Dougjas Meurs.21 Rosa La.. Hurley, 
NY 12443.338-9481. 

Will hll> JOS :;-.IM--!.l!:!i- -'!irt\l |.-;i!llrS ^,11 ..y,\ 

to highest bidder. Anrio. Bismarck. Guad and 
1914. Will play ftf in Ithaca area Gregory 
Rubin. 806 N, Aurora St., Ithaca, NY 14.50, 

273-6569. 

Wanted: Ftf opponenls for Tactic [I. Get- 
tysburg or Waterloo. Any clubs around? All 
requests answered promptly. Leonard Tomson, 
141-61 Coolidge Avc..Tamai_. NY 1 1435. 7.9- 

6921 

Novice player of 1.3 wants pbm opponents lor 
G-burg and Ji -spiel. Have no kits but willing to 
buy half nE yours. Mark Milem. 29 Birchwood 

Terr.. Nanuet. NV 10954. 

Good advh player, age 25. wants pbm for Blitz, 
and Pi Bleu. Have pbm kils. W,i|ftFalso Warn 
flf for l??6andalsnbavc ideas for pbm in 177& 
Will trade brand new K-War for Exec. cond. 
copv of AH Baseball (1972 revised ed, only), 
win answer all letters-. Thomas !- Agnella, Jr., 
542 W. 112th St., Apt. 9M. New Votk. NY 

10025, S66-0425. _ 

SaK-: Bulge, uveij iir.ie, uni's mjiaui/cd frtl (ail 

setup in small convenient boxes. I paypos-tage. 
17.00, Also seek info from anyone on phm P- 
Blitr. Mike HeEocL ' 245 Jeweltholmwood Rd., 
Orchard Park. NY Mi27, (7i6|fifi2-9l_Q 

ATTN: Warned phmfor Pit- Bin/. Luftwaffe. K- 
Spiel. Also will selllor iradel Outdoor Survival. 
Starting hid 5600. Nu bids after June 16. 
(Postmarked by June 16). Dana Bnjs.se!. 18 
Sunnyiidc Blvd.. Plamview. NV 1180ft, 93* 

2172. 

AverjRL- High s.]ujciI .itL-J playei needing op- 
ponents in ad AK games Pbm or ftf Wanting 
iishus jjoh.sU .••iijiiion \nrio oi I "3 ■ -* Answers 
all leltcrs. Michael Wewcl, Traver Road. Plea- 
sanl Valley, NY 12569. 

t -fill J nVlMrrirn hii.i i.i fTT.H-4 Tamer hhl/ I 

have the game, but can't understand it. Please 
contact me. Also have Kicbihofcn's War. John- 
Finnerty. 139 Brooklea Dr. Rochester, NY- 

14624 , 247-6 946^ 

Novice (W graid) player adult (25! v-anis 
PxBlitt opponent only, will pbm. George 
Liaskos. 317 Sea Cuff Ave-, SeacLifl. NY (Ll> 

11-79.(5161676-2568 

Average player ot J, H.S. wishes io do battle in 
D-day. Waterloo Will learn Richiofen's War 
and Bulge, Joseph L-_ev__ 4 Lucille Dr., 

Syossei NY 1 1 791. 921-1336. 

'Wanted: Anno pbm sheets and pans to copy 
Please help Will buy such kils. Help me design, 
pbm system for Drang Nacb 0«tt_ Replies 
answered. George Funkbouser. P.O, Box 34, 
•A:,,,:):!,,!, vy ivishi. ol--:.--'.ti^. 
Wgnled phm Origins of WW II Howard 
Shapiro. 1624 Brookdale St.. Yorktoivn 
Heights N Y LQSsW. \_9]ij-i'\\ 3\^ 
T\i(!niy-list: year old has-been wishes to make 
comeback in D-Day [pbm>. Prefer '61 version, 
but have '65 rules too. JohnVinal. Rl- 1. Bpi21- 

S. Belmont. N C 2E0 I2. 825-5943 

Desire til Ht"r |ihr;i upj-iiio-r.rs U:i all AH games 
except R-*ar and B-kriefj. All inquiries 
answered David _ Stephens. Rl. I. Box % 

East Rend . 9i< lfti\¥.. 

Novice will phm R-war. P-hliu. FS-kreeg. 1*34. 
-Have pbm kitfnr P-blit, only Will playeither 
side, any situation. Jacky Lee, Route 2. Elon 
CcilleBe, NC 27244, gwgT. 

'■- L :'.ji ,:.!-"n.-r- L-lvhv'ii- ^C Phi: 1 . TT-i|-ii.-l. Is-Lile^' 

Have trVrn pbm tjn for KspieL. Will pay half Eor 
pbm kit B-kiieg. also pbm chess Bobert 
Chenoweth, 207- F Montrose Dr.. Greensboro. 

NC27M7.B15-0I23. 

Wanted Vofu me i.N™. MhrobofTheGeneral, 
will pay any reasonable price, j. 1, McAniff. 111. 
I0S Harbord Dr.. Be 11 can Wd.Trl. Pk.. Midway 
Park, NC 2a544, (919) 353-OJ32. 

Anyone my area flf l-)[4. filLukneg;, Bulgir. 

Riehtofen. Kreegspiel. Lufl waff e. ^anierblil' or 
any you have. R. P. Smith, 2J44 Dawnlejjht. 

Columbus. OH 43211.471-5613. 

Fail player needs ftf S grad. AK. W-loo. P-B. 
Sieve Marsh. 2976 Hanover Rd.. Lima. OH 
45B0S. 



opponents Wanted 

Wish to buy used Avalon Kill games especially 
Pamerbliiz, Blinkneg Krieppicl. Send con- 
ditions antl price to: Andy Bray, 3II7S 
Nonhwood Dr., Pepper Pike. OH 44124. 

(2Hi)B3l-M66. , . 

Any game designers please write!! Will sell 1914. 
Bulge, Kspiel, G-burg. io highest bidder. All in 
great condition. Will wait 2 weeks for bids 
i Hurry! Clay Davidson. Grayson Dr.. 

field, OH 45502. 964-8305. 

i 1940 for Outdoor Survival. 
Will ftf all c-ncomers in Midway, G-burg, Blitz, 
Lufl, P-blitr. Richi. War. Bob Seabrook. &030 
Zimmerman Bd., St. Pans, OH 43072. 
15 13)^3-4749. 

ill 14 AH njrrwi- Cii;;Ajn ( | fiihfr*.!! bhdi;s 

ITI lake the Wehrmacht if in Europe. John 
Ogden. 4137 Mayflower Blvd., White Hall. OH 

43213, 235-2U20.; 

Anno for sale. Excellent condition. One 
primary Asis unit missing, ALso havetwo 1914 
and G-canal, all four unused, brand new. may- 
sell depending on offers. E James Harsncy, 24 
Benton Ave . Youngsl own, QH 44^1 5. 
I 4JH lactics TrFuIes.Cetlysburg l96Vjf]sl fd 
OP"sirichmut h eic.iBuleslimc record card both 
order Appearance Cards A BWreOl Originai 
parts to trade 1or complete Aniio, 21t- John E 
Bttller, JI7 LN ljuman Ave. Fort Sill. OK 
-'i^i.V i«5-.3?l Iwt 

FTror pom Panrerhlit/. Luflwafle. or FVatKC 

1940 Sieven J. Beare. P.O. Bos 4. McAlesier. 

OK 745h31.(9Hj;426-0352. 

For Sale: 12 Avalon hTh games So pieces 
missing Write for list, Origins is the unly nnn- 
war game, Half price plus postage. Randy 
Welsb, 404 Country Club Cir,, Midwest City. 

OK 73110 

Average adult gamer seeks opponents for fit 
play. Almost any land board game. Write oi 
call. Ed King, Drop your old Ruf nek buddy a 
line. Nathan MircheU. P.O. Box l305,Norman. 
OK 7306V, _3___ ____i ■ 



Opnrj player looking l"i>r rXpfit competition in 

pbm S-grad. I use a 4- 5-6 repl- rateandexch. by 
attack factors. Eo.ua! bui friendly opposition 
needed. Bill Armstrong Rl. 3. Box [630, Sp44. 

Bend, OB 97701 

Average player (26) wanis ma-lure phm op- 
ponents Tor At. S-fjtrad. W-lon. Bulge. I play 
for fon r not blood, but won't quit when behind 
(desire samel, Steve Wojahn. 3257 NW 
rack-wn, ( i:rvalhs. OH 97330, ■ SV HiWi 
Collector's ittml Board only for CONFLIC I 
published about 1940. by Parker Bros . gooc 
ihape F'irsl check for HMD gets. Also Franct 
1940. for 18.00 Jav Reese. 3235 W 17ih 

Eugene, O K 9740 2. 343-i*34. 

Willing to uadr World War II in exe.cllEn' 
condition for U-Boat, must also be inexccllcn' 
condition. Duane McNulty, 16702 S. Annett 

Orego n City. OR 97045. 

Inleiestrd in IM iir phimc pl.il tilth persons u 

Portland area. Have AK, Stalin., Fr 40, D-day 
have played others. Michael Sperou. 9439 NE 
Prescott, P ort land . OR 97220. 255 S Q7fr 
Will flf anyone in A-Korps. Taclics II. Wil 
leam wargame that you have. Like to joir 
Wargame Club in area Have new way io pLai 
Tactic II. Stephen M Zeber. High SI 

fterryshufk PA 17005, 362r«040. 

No Other person In play? Join a Club and [.hi 

every week. Take (urns as bost. Play all AH 
games. Call or contact: Dave Sherrauge, 593( 
Meridiam Dr. E rie . PA 16509. 864-4788- 
Pbm opponents warned for Chess and (or Hie 
following war fames D-Day, AErika Korps 
Gettysburg. Stalingrad, and Panzerbliir 
Harold Roberts. 45 S. Broad Mm. Ave.. 

rjackvLJIe. PA 17931. _ . 

My 9mm Napoleonic troops a re getting restless' 
Are there any PAA miniatures buffs out there'? 
|Or mosl AM games ftf or phm) Eric Hrosius. 
JM Georgian Rd.. Glrnside. PA 1903ft. 887- 

9522 

Pit nppuoeiiK lor I'niivii ''III '. 1 uEtwsffe, 

Blitzkrieg, D-day and Afrika Kyrps. Also into 
table-top wargameng wiih miniatures. Evenrtl 
Hammacher. Jr.. 1396 Ford Ave . Harrisburg, 

PA I7-;i>;. . .-i iv^-r.5 12. 

I he lleisbey High Schniol Conflict Simulation 

Club challenges all high school, college and 
military ins tallatluiiwargamecluhs in Central — 
Eastern P A. northern N J and MDio a wargame 
meet. Contact: Jack C Ihomas, 409 Cocoa 
Ave., Hcrshcy. PA ITUJ3. ( 7 17] 5 33-9M&. 
Anyone inierested in playing 1776 pbm'. 1. Cam- 
paign game only, Choose side. Also pbm A- 
korps. W-bo. R-war. IJ-burg. 1914, All tellers 
answeted, Richard Dengei. 524 Eaji Esses 
Ave,. Unsdowne. PA 19C50, 28-lSIO, 
Jutland, good condition wiihout advanced 
rules. Wish to trade for An^io. Bf m-ost AH 
games in Uncasler County Don Deibler 110 
Wiiods [Jr., Lin l/. PA I7SJJ. u26-Q5H- 
Will pbm B-krkg, kicucs ^u-. me interested in 
Ancient Banlet 1 Also will plav Chess by mail. 
Craig Henry. RD. I. Ma.kletnn. PA 15551. 

(3 1 41926-3088. 

Is there anyone in the Mcadville or Crawford 

County area. 1 If so, pLease COnlaCI me. Will plav 

all games Rick Hayek. R D I. DeVo.e Rd , 

Mr-advilii-. 1'A |:i3.'?. |K---l;-.5? "-.l-l-J 
Wanted: Info on clubs in Berwick and 
Bioomsburg area Will help start club if there 
arc none. Also ftf or pbm victims in P-blilc. B- 
krieg. 1914, A Korps. and G-hurjjf.squaret Jeff 

Miller. VallevVie\S Dr.. VblfLinvitlc I'A tS6.1|, 

759-1529, 

Opponents wanted lor Blitzkrieg, ftf or pbm 
Jim Kling.J6N. Main St.. Ml. Wolf. PA 1 7347 
Average adult desires ft) opponent lor 
Luflwaffe in Beaver County o. Pittsburgh PA 
area. Anyone interested in a wargame dub 
James. McGowan. 1443 Third Ave.. New 

Brighton. PA 15066. M47 -0674. 

FfibTBAIirW^lrjIiketg organize a flf AH 
FcKiiball Strategy league for interested adu1l»in 
NE Philadklpbis area and vicimtv for Sept '74, 
Call 722-3769, ask for Bob. (II one already 

exisls. conlacl inc.) 

fired i)t fushinE ship ciuiuc's out i he nig'' 
Naval enthusiasi would like to purchase 
Jutland, Bismarck, IJ-Boai. Send price and 
game for sale to; J. Nedby. 1307 W Roosevelt, 

Phi la. PA 19140. C1.7-lj_J3. 

Ell players in Prully area HLgli school or Jr 
high school. Will play mv .game or vours Call 
Quickly! Mark Nelson. 8085 RjiUS, 

Phladel ph.a. PA 191J0. LIB-2097. 

Sale! I will sell used I9l4, used bulge, unused 
AnzJo. 0— — ll I pay postage I would like to 
organize Pittsburgh wargaTne club. Contaci: 
Malcolm Whitman, 5440 Aylesbro Ave.. 
Pittsburgh, PA '52l7,6g]-6774. 

Adult, average ^.biliTy "Jesire, flf for G-rnlliL W- 

loo. M-way, Tactics and Scrabble, flruce Allan 
Bmnser. Gerluff Rd.. SchwgnfcsviLle. PA 19473. 

(2I5)2S7-901J 

Play all AH land war games', know more 
gamers. Adult will give good game Stanley A 
Sitko, 126 New Mallcrv. Wilkes-Barre. PA 

IK702. S22-\?rm 

I aiting offers For Bismarck. G-canal. L -boat, in 
store condition. May not sell them depends 
on offers. Any gamers in Wilkes-Barre area? 
Edward F Snarski. II. 33 Hillman St., Wilkes- 



bPPONlENTS r_JVTl_i 



Will pbm WaTerloo. b-Day. ? -bh'U. Will (if 
above plus F-40, M-way. t-spiel. Have 1776 
snion. No pbm sheets. Want Jutland, no pieces 
missing: good condition, Also G-canal, Mark 
Maiuschak. 15 Connor SI.. Uniontown. PA 

IJ4QI. (4I2)43T-7WI. . 

P'nrn .Vi'lu or "if o|i[ riK nnnu-ii l'-l;liu. S 

war. S-gtad. Luft,, Fr 40. D-day, Bismarck. 
AK, Bulp: Have no pbm kits, will improvise 
anyone want to sell 1914? Richard Larkin. Jr.. 
IS fcenyon Ave. Wakefield. Rl 02879. 
<40l>7E9-3795. 

Stock Market and Knegspiel Eor AK and 
Stalingrad or any combination. Pbm 1940. Ftf 
AH games Wilt learn new games Answer all 
tellers. Dale Smoak. 42M Havana Ct , Colum- 

jjia SC 2920 6. 7B7 -T77I 

Will Irade new condition AH Manage mem 
game now apparently out nf print for new 1776, 
Gettysburg. France 40. Luftwaffe. Rupert 
Thompson. 6259 Olde Knight. Columbia. SC 
292 09. 776-7696 . 

.W\i:.\- l-iifh ^«::iiiol pLi". ti u.riilr i:^pone:il/ 

lor pbm-ftf Afrika Korps, Luftwaffe. G-canal, 
R's-war, Midway, 1914. Buy Jutland, Anzio. 
Bismarck, D-Boai. Charles Brackney. SUSher- 
man St ., Sl urbs.. S[}_3jjft5. {( 05)347-5Kt)4. 
Want opp.>hciu> ES pb— Butfe I have no phrn 
kit- Also Rich!., Midway. Wanl to buy used 
Panzerbliu: or especially Jutland. Send offers 
first. Phil Fischer. 1-44 WillardSi , S.urgis. SD 
: 577E5. |6Q 51347-3494 _. 

Ar>v line rEiidirii-Ch-r.irT. ill- ■■■■.".■ - ■ . t.i <m\*^t. 
or Springfield area' Call me. Clyde Sprinkles. 
Rl, 2. Greenbrier. IN 37033. 3&4-3098 
TTTmTactics 1 1 or Cness. Also plas by Citizens 
Jand Radio Call KFR068I CH. 13 after 9;0O 
p.m. If within 150 miles this cily. Howdy- 
FCCHH) Bill Stewart 3387 Steve. No. 6, 

Memphis, TN 38111, 743-3L17 

Ftf opponent wanted m ft W OS Arnra for R 
war. I am interested in jctning or forming AH 
warga mi ng group Please contact Cecil Brewer. 
1714 Valleywnn>d. 116. Arlington. TX 76013, 

265-7862 

W ante 3; U-hoat, Bismarck, Civil War or 
Chanccllorsville, will buy at reasonable price. 
Will trade Jutland for anv of these gtJBCt* 
Hdflyton Smiih, B45I Creekwnod. Dallas. IX 
[?_____ 327-72Qi3_ 

Wi.Hr;.JeK-sp.L-|oi Ulif.n I -oo.il or I'.i .Carwl 

BOTH are in good condition. Billy McCurry. 
3732Earles, Fori Worth. TX 76117.834-9690. 
Complete U-Boat for sale Tor highest bidder. 
Grant Gist. 18603 Carriage G., Houston. TX 

77Q5B, 333-4486. . .- 

Seek good out of pr mi pmes Will seU or trade 
mint Jutland. Need good cond Bismarck & L- 
Boat. Guy R. Gullion. 2800WaahLn, MarsbaEL 

T X 75670, 12141938-3*38. 

Will trade Bul'p for Jutland, K-spiel or Lufl. 
May sell, bui ruiher trade Also Ave. War gamer 
wish to plav flf John Perkinsnn. 2104 toresi 
Hill Rd„ Alexandria. VA 223Q7. 76^2819. 
niperieneedadiilt Oliver seeks T/bm opponent 
for Aniio. will play either side, desire skilled 
opponenE with reasunablr; attitude. Donald 
Egan, 3305 Cannnngaie fid., 2. Fairfax. VA 

22010, 1703)573-7594. ^_ 

Wish to make tiwiMc: *'il h wnrpammsclub in 
Northern VA atea. leave me^sajje if not home 
when you call. Ted Arm, 3303 Graham Rd . 
balls Church . V A 22042, |703}56O-069l 
Attemion Alired wargamers! Here's a Weht- 
iniic— and Lufi commarwier for you. I'll pbm 
Luft. AK and D-dav as ihe German. David 
Emcrick. Route 2, Warrenlon, VA 22186. 

;7 03)347-309O. 

Sver^jje pLayer wants- pbm m 1914, l"6(Gam- 
paign game) R War [Campaign game! 
Luftwaffe (Advanced game], R Lee Mayhew, 
306 Firsi, Radford . VA 24141. (0^2 641 

I ):>pi-:;hIl.'!-. "..iiiltt - ■ 1 1 [-■■■■ [-i i- 1 ". 1 » '"••I 1-r 4C. !>- 
day. All pbm, Willing to phm B-kreeg also 
Mark Tomas. MJ8. David Dr.. Bremerton. WA 

9&3 10, 479-2597. _, 

Phm KM now available for AH Midway game 
Send stamped Self- addressed envelope and one 
dollar for rules. Thomas Zyzak. 31260 27th 
Ave .S.W .Federal Way. WA98002.K3e 1830 
Will rcf blind pbm 1 c ■ I'blu.'. l.nrsLc scale pbm 
setup sheet and info for Isese or 15 cents in 
stamps. Mike Prime. 1507 S. 242nd. Kent WA 



tjuick [earning notice, high school age. will 

pbm S-grad. w.| o. Midway. Boh B Need help 
with 1914. Atsoftfpersonsinand near Pullman- 
Moscnw area. Tim Paul. SW 615 Dawnview 
Ct . Fop S IB, WA 99163. IM1-502I. 
To my past opponenls. I have "finished ni.ght 
school. Frank dE Hawaii. Doctor in California 1 
would like a second try. Bradford S. Nels-n. 
2328 IfJthAve Seattle. WA 98101 
FxpEricncrnJ pbin .ipo^.m!-, united either sid, _ 
Waterloo. Blitzkrieg. Luflwaffe. Amio. AEnkai 
Korps. Bulge, others, Also have over 30 games 
lor ftf play, will travel Tom Ha/leu. 6 Echo 
Pjnnt^ WhetlinB. W^' >6»0 3. (304) 242-Mi: 
Will phm ! : rante L940 i>i l';rlliu Also hf v 
korps. Midwav. Bulge, R-war. All letlers 
answered. Pclc Wickert, 2051 Hickory Ct . 
AppLelo n. Wl 54s>| I. 734 -frSt;7 
AcnlUiTg! 1 Jni interested 'in mull i- player 

Rtcblhofen's War. any clubs atounoT? S 
Wolfgang von Streiff. 18435 Harvest La 

Brookiield. Wl 33005. 19(hjffil 

Any AH wargamers in area Ftl S-grad, AK 
Tac, II. K-spieL D-day, Bulge. P-Wtu and I.- 
waffe. Average Jr high school player Form 
club. John Wesiby. 106 High Si . Deeriield, Wl 

535J I. 764-5 244, 

High school sijJcnt destres fit or pbm in S- 
grad. Af-korps B-kriep Am beginner. Ward 
Flora. Ri. 3. MarXsesan. VI 53946, 398-2420. 
I bave Chanccllorsville but need one marker, 
ponloon bridge. I am sure that someone must 
bave in extra I will pay any reasonable price. 
Michael Knautz, 2B20 W, Foresi Hm. 
Milwaukee, Wl 5323 5, 383-2316. 
Wanted: I tone) topy oi Jutland and. or 
Bismarck, will pay any reasonable price, will 
also pav postage. 1 musi have these games. Paul 
Ciarrv. 44 FJeaverbrook Ave., Islington. On- 
t a rio Canada M 'rtl 2V3 MiH.i :.s.l-WM. 
Sell Bisroaiik or i Fade "for Afrika Korps. Has. 
advanced counters. Sell Jutland or irade for 
Luflwaffe or Anzio. Bwh games used onlv once, 
Derek LenariJ. 3916 W 23 Ave. Vancouver. 1 

B.C. Canada v&5 1 1 X 2 24-1454. 

Trv your strength agiimsi miernatipnal com- 
petitionl Europe's biggest Diplomacy 'ine 
■■Dolchsloss" opening wargames section! w f 
arrange te-urnaments, die rolts, propaganda 
releases and much more! Wriie: Nicholas 
Palmer. Lehwaldsvej 3. 8g, DK-2800 Lyngby. 
Denmark 
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THE GENERAL 

READER BUYER'S GUIDE 



jTIRE: Gettysburg 
Divisional Level 
Battle 



price- 57.00 
Civil War 



INSTRUCTIONS: RaWell categories by placing a 
number ranging from 1 through 9 in the ap 
propriate spaces to the right 11 equating excel- 
lent; 5-average; and 9 terrible). EXCEPTION: 
Rate item No. 10 in terms of minutes necessary 
to play game as recorded in ^0-minute incre- 
ments. EXAMPLE: If you've found that it takes 
j two and a half hours to play FRANCE 1940, you 
' would give it a GAME LENGTH rating of "15." 
Participate in these reviews only if you are 
familiar with the game in question. 



Physical Duality 

Mapboard 

Coirpanen:s 

Ease of Understanding 

Completeness of Rales 

.Play Balance 

Realism 

Excitement Laval 
Overall Value 
Game length 



The review sheet may be cut out, photocopied, 
or merely drawn an a separate sheet of paper. 
Mail it to our 4517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R & 
D Department. 

Sale to be reviewei text: 
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}This issue's contest confronts the American 
Jplayer in D-DAY with a difficult choice: which 
(invasion beach is weaker? Contestants are 
Jrequired to indicate their choice of beaches, 
{either Normandy or LeHavre, in the boxes 
! provided and s how their attac ks on t he diagram. 
[IMPORTANT; indicate attacks and the attack 
iodds (neatly) on the diagram. The objective of 
n he contest is to pick the weakest beach defense, 
■and initiate the best attack against that beach , 
jContest entry deadline is June 30. 1974. 

ilSSUE AS A WHOLE: (Rate from I 

!to 10; with I equating excellent. 10= terrible) 



ATTACKING 
UNITS 


DEFENDING 
UNITS 


BATTLE 
ORDER 


ODDS 



































BEST ARTICLES 

, NAME 

2 ADDRESS 

3 CITY..... .....STATE. 
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